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DRAGON NINJA 

Imagine': classy conversion 




UL 



STREET FIGHTER 1 

Let nothing Hand in y&nj way as you 
combat 10 of the world's meanest and 
toughest advisories. 
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TIGER ROAD™ 

El will be no mean task ta defeat the evil 


v^M 


minions cf Ryu Ksn Oh in this exciting 


martial Arts arcade adventure, 




w 


\ 


i 



£*S ^BiA^P^ ■ 









| 




L 


\ 


° X 




HEROES OF THE LANCE™ 


■m 


Heroes of the Lance ii 
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style action with just i 


nl of strateuT 


and will truly appeal to the arcade game 
player. 
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What's new in the wacky world 
of computer games software, 
including Acti vision's conver- 
sion of Sega's Afterburner, Fire- 
bird's aptly named Weird 
Dreams, and some long-awaited 
coin-op conversions from Elite. 

REVIEWS 

A further 45 fact-filled pages... 



Albedo (Lor id els) 

Barbarian II (Palace Software) 

Battle Chess (Electronic Arts) 

Bombuzal (Image Works) 

Cybernoid (Hewson) 

Daley Thompson's Olympic 

Challenge (Ocean) 

Driller (Incentive) 

Elite (Firebird) 

Fernandez Must Die (Image 

Works) 

Fusion (Electronic Arts) 

Game Over II (Dinamic) 

Nebulus (Hewson) 

Offshore Warrior (Titus) 

Rocket Ranger (Mirrorsoft/ 

Cinema ware) 
SDI (Activision) 

Shoot 'Em Up Construction Kit 

(Outlaw) 

Space ftacer (Lorfckfa) 
Speedball (Image Works) 



68 BATTLE CHESS 

Oh no, not another Chess game.., Wait a minute - are those 
pieces alive? Uh-huh. Did that King really shoot a Bishop with 
357 Magnum? He did!... A wonderful new approach to the 
age-old sport, courtesy of Bards TaJe authors Interplay. 



18 BARBARIAN II 

Drax is back and badder than before... Palace Software's sequel to their brilliant blood -thirsty beat em up of 
last year is even bloodier and be tier. 
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TIPS 



In response to th« Players Guide 
in the first issue there are some 
more Virus hints, plus extra help 
with Rain bird 5 Carrier Command, 
and a host at other helpful odds 
and sods. 

PLAY GUIDE 

Steve Jarratt heads an assorted 
cast of games players to bring 
you a complete Players Guide 
to Ftajntrird's Starglider II. 




DEMOS 



This month it's ST and Amiga 
music which catches Gary Whit- 
ta's eye (?} p in particular an 
impressive never-ending remix 
of Pump Up The Volume* 

ARCADES 

Julian Hignall goes up, Up and 
away witlh Tatto's Superman, 
finds Irern's Ninja Spirit is a cut 
above the rest, and thrills to the 
high speed driving spills of Chase 
HO. 

FEATURE 

Getting Interactive... with CDI 
and in particular DVI. Will they 
make today** best sellers look 
(ike Pong? Cinema ware seem to 
think so, and tney weren't jok- 
ing... 
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72 ROCKET RANGER 

Interactive movie producers Cinemaware have excel- 
led themselves with their latest production - an 
engrossing piece of binary fiction based on the 1940s 
Saturday morning cinema seriaL King Of The Rocket 
Men, 
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34 SPEEDBALL 

The Bitmap Brothers 1 dazzling debut, Xenon, caused 
a stir when it appeared last year from Melbourne 
House. Their second release, this time for Image 
Works, is even better - and it's nothing like its 
forerunner, 




90 SDI 

The second game of this name to hit the 16-bit machines - only this time around it's a classy Activi$ion 
conversion from one of Sega"s lesser known coin-ops. 
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WHCTs WHO 



CHRIS JENKINS 

Mr Musk is usually found 
between the pages of sis- 
ter publication Sinclair 
User, but he does possess 
an ST (at ttmes it seems 
to possess him) and en- 
joys a good game or two 
- like Rainbird's Carrier 
Command* 

GARY PENN 

The editor of this illust- 
rious organ, Mr Penn 
reckons he know his on- 
ions. He likes almost ev- 
erything and anything, 
whkh seems terribly 
non-committal but: that's 
just the kind of guy he is. 

JULIAN RIGNALL 

The spiky haired erstwhi- 
le ZZAPf editor has his 
q^ roots burrowing even 
deeper into C VG\ soil, 
which is why this will 
probably be the last time 
you read his words of 
wisdom in The One. 

PHIL SOUTH 

Or Snout as he's known 
to ...er, people who know 
him... has worked on art 
assortment of publica- 
tion* over the years, in- 
cluding Your Sinclair and 
Your Amiga* He's owned 
an Amiga for absolutely 
yonks and reckons he 
knows more than too 
much when It comes to 
games. And who are we 
to disagree ^* 

GARY WHITTA 

The fresh-faced Ching- 
ford lad hit* recently 
found himself hooked on 
Image Works' Speedball in 
a big way and enjoys no- 
thing more than beating 
our Ad Manager, Strive... 
at Speed ball that Is* But 
when tie's not dishing out 
humiliation in large doses 
he's ever the likely Lid, 
and with a vast know- 
ledge of computer games 
bursting to get out t our 
Gaz is sure to please. 



We/come to the second 
issue of The One. 

Just in case you missed the first issue (or you couldn't be 
bothered to read page six), here's a brief explanation as 
to what it's all about... 
The One is an authoritative monthly guide to 16-bit 
games and beyond. As an ST or Amiga owner you are 1 -at 
the forefront of new technology where games playing is" 
concerned, and we hope co provide as much relevant 
information as possible, including tips and chats with the 
faces behind the games. Reviews invariably occupy two or 
more pages and follow what we feel is an easily digested 
format that works like this.,, Imagine we receive an ST and 
Amiga version of a game - say, Image Works' Speedball. 
An ST game player reviews the ST version and an Amiga 
games player reviews the Commodore version. It's the 
same game in both instances - slightly different execution 
perhaps, but were talking game design here. This cross- 
over forms the main chunk of the review, providing 
sufficient information for both ST and Amiga owners alike. 
The machine specific comments are used to highlight the 
games good and bad points and also any differences, Even 
if there are no rating available for your machine, at least 
you have an incredibly in-depth preview to digest. 

When The One was being designed we decided chat 
it was important to keep everything simple, no 
pretentions, no bull, and that includes the ratings, There 
are five straightforward categories rated with percentages 
for flexibility, GRAPHICS and SOUND reflect more than 
just quality of aesthetics, taking into consideration how 
well, say, animation, music and sound effects are used. 
PLAY ABILITY is to let you know how accessible and 
enjoyable a game is to play, while the potential lasting 
value is considered with VALUE. OVERALL provides an 
instant comparison rating, and is basically what it says: an 
overall opinion. We take 50% as a very strict average, 
with anything good falling around the 60% mark, very 
good 70% h great 30% and brilliant 90% or so upwards. 
We try not to skimp where playing tips are concerned 
either. Each month we will feature a complete players 
guide to a game that we feel is worthy of such attention. 
Last month we had a four page pull-out on Virus, and this 
month it's the turn of Starglider II. Like the reviews, we 
want to get across the feel of a game by using illustrations 
and captions. Other, less involved tips are also provided. 

The mail has been flooding in thick and fast, ali of it 
extremely complementary about Issue Qoe, and all 
gratefully received. Rather than fill a page or two with said 



STEVEJARRATT 

This erstwhile ZZAP! and 
CRASH chap also has gal- 
lons of games playing and 
reviewing experience, 
Steve has recently passed 
on to Commodore User 1 
but still finds the time to 
write ST reviews for his 
favourite computer 

magazine. 



PAUL 

BOUGHTON 

One-time Deputy Editor 
lor Computer + Video 
Games, young Paul has 
year* of games playing 
experience under his 
belt, Mr B likes plenty of 
action, but certainly isn't 
adverse to using his nod- 
dle where necessary, 




praise. I thought it hest to pick out a few extracts, mainly 
queries... 

Marc Foreman of Al wood ley h Leeds has decided to 
upgrade to an Amiga "on the impressive strength of your 
first issue, ._" and wants to know whether C64 joysticks 
can be used, Yes they can, Mr F Marc goes on to ask 
whether we could mention in reviews from which version 
the screenshots are taken. Well, we wont be machine 
specific when versions of a game look identical, but we 
will certainly let you know when there are any major 
difference. 

Mr V Sonvico of Han well hopes that we "don't get 
into any petty discussions about which machine is 
better - the Atari ST or Commodore Amiga." Rest 
assured we won't. The advantages and disadvantages are 
obvious to owners of each machine, 

"Will you be featunng ST and Amiga charts/' asks 
Jeremy Tutt of Longthorpe K Peterborough. We shall 
indeed, as of next month.,. 

AB Metchick of Sheffield found a bug in the Fusion 
demo on Issue One's cover disk P ., "When the 
Assault Crawler is hit by two or more aliens at the same 
time, the screen goes black and the soundtrack continues 
to play but you can't., J cant say IVe heard of this before - 
anyone else with a similar problem? 

f*^ O'Brien of Warrington in Cheshire wants a full 
\*** colour magazine, a bigger arcade section, more tips, 
and would appreciate us being more machine specific* 
where news and screenshots are concerned. Fair enough, 
C but believe it or not, colour costs - a lot The size of 
the arcade section depends on the quantity of releases 
during that month, and we can only really print as many 
tips as we receive. You can assume that unless stated 
otherwise, games will be appearing on both ST and Amiga. 

Back to the cover disk... Ian Coffin from Peachaven in 
East Sussex enjoyed the Nebulus demo immensely, 
and wants to know whether anyone can topple the tower 
in less than one minute and 23 seconds. Any offers? N 
Woollacott of Brack icy in Northants on the other hand N is 
struck and in desperate need of some help 

Kev Buchanan of Derby wrote to say how impressed he 
was with the first issue, but more so it seems by the fact 
that he was able to remove the disk without ripping the 
cover. You Ye not a I one jt here, Kev... 

* '\A/ heres the adventure column?" Ask$ Paul Smith 
T T from Bath. I'm afraid there isn't one, is the 
answer, Weli that's a slight fib - adventure games wHI be 
treated in much the same way as arcade games, only with a 
more refined approach and specialist ratings. Check out 
the review of Fish in the next issue, Paul. 

And finally, Reuben Wilkinson of Little Hadharn in 
Herefordshire wonders if we will be updating 
reviews as and when other versions are available. Fear not, 
Reuben - we most certainly will be providing updates ... 
Just take a look at this issue. 

Keep up the response, and remember: It's up to you to 
help us to help you get the most out of what is essentially 
your magazine. Enjoy thrs issue, and see you next month,.. 
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AFTERB 



ACTIVI3IOISTS 
conversion of the 
smash Sega game After- 
burner, arguably one of 
the best- known (and most 
successful) coin-ops of all 
time, is nearing comple- 
tion. Work has b€en 
going on for over six 
months, and now only the 
inclusion of music and the 
ironing -out of bugs re- 
mains. As mentioned in 
the last issue, the conver- 
sion work is in the very 
capable hands of Jez San 
and his Argonaut prog- 
ramming team, who were 
responsible for the excel- 
lent Star glider and 
Starglider II 

Afterburner is an ae- 
rial shoot 'em up based 
around the F-14 Tomcat 
(the planes used in the 
film Top Gun), boasting 
some of the most specta- 
cular graphics and sound 
ever seen in the arcades. 
Afterburner's technical 
specification rs awesome... 
The arcade machine re- 
quires two 1 6- bit proces- 
sors to generate the ex- 
hilarating sensation of 
h \g h-speed dogfig hung , 
and the entire game takes 
up over three Megabytes 
of memory! Despite this, 
Jei is confident that the 
finished ST and Amiga 
versions will be as close to 
the arcade original as the 
machines will allow. Of 
course there's no way 
that the conversions will 
be 100% perfect (even 
the ST and Amiga have 
their limits), but from the 



Prepare for 
high speed 

aerial combat... a squad 
ron of enemy fighters 
zooms in from behind in 
the 16-bit conversion of 
Afterburner, Hang on to 
your hats - there's a re- 
view next month. 





first saw it thai they first 
saw it that they ordered a 
conversion to the PC, so 
that too is now well and 
truly in the pipeline. 

Speed is of the essence 
in Afterburner, and the 
Argonauts believe thai, 
thanks to the use of some 
new programming techni- 
ques, they can capture the 
high-speed thrills and 
spills of the original. All of 
the coin -op's original fea- 
tures have been included. 



such as refuelling, the 
take-off from the aircraft 
carrier and the missile 
lock-on system, and only a 
few more rouones need 
to be added before the 
whole project is complete* 
and ready for review in 
our next issue. Afterbur- 
ner will be launched on 
the ST around Christmas 
time at £24.99, with Ami- 
ga and PC versions to 
follow in the new year at 



the same price- 

ver six months in the making, Argonaut 
Software's conversion of Afterburner for 

Mediagenic is looking surprisingly good, complete wfth 

fast graphics and excellent &oundtfMck. 



"hank you 
and good- 
night} Your fighter bites 
the dust after losing a 
furious head to head con- 
frontation on Level Nine + 
Thanks to some neat 
programming techni- 

ques, Argonaut are confi- 
dent of capturing the ori- 
ginal's payability, 

demos we've seen so far h 
it looks like it could well 
turn out to be a more 
accurate conversion than 
anybody would have ex- 
pected. Sega were repu- 
tedly so pleased with the 
conversion when they 
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ELP ME MAKE IT THROUGH TH 



Not many people 
know this, but EV- 
ERY right you tuck your- 
self up in bed and drift 
into the land of slumber, 
you dream. The reason 
you don't think you do is 
that you only remember 
the really weird ones in 
the morning. And that's 
what Rain bird's latest re- 
lease is all about. Weird 
Dreams is, believe it or 
not, a nightmare simula- 
tion. Developed under 
the rather long-winded 
name of Doctor, I think 
I'm having These 
Weird Dreams, the 
game casts you in the role 
of a mortally ill hospital 
patient- Complex surgery 
is the only way your life 
can be saved, and so you 
are wheeled, semi- 
conscious, into the oper- 
ating theatre, As you fall 
under the influence of the 
anaesthetic, your sense 
reel and you begin to float 
into your own mind, a 
mind infested by all man- 
ner of nightmarish fanta- 
sies Unless you can defeat 
the demonic monsters 
that threaten you in your 
mind, you won't recover 




w; 



ratch that 
ball care- 
fully. It may have a nasty 
surprise in store for you. 



from the operation and 
will be trapped forever in 
your own warped mind, 
Nasty. 

Your nightmare begins, 
strangely enough, inside 
the hall of mirrors at an 
i maginary fai rgrou nd . 

From here you can 'warp' 
to and from your different 
fantasies, each one posing 
it's own particular prob- 
lem. The aim of the game 
is to collect orbs (four in 
total) which you can use 
to escape from your 
dreams, The problems 
arise when you realise 
thai a series of peculiar 
puzzles must be solved 

^^I^P^ ^phat wasp 
^^ I holds an 

all-important magic orb. 
Now, how do you get him 
to drop It? 




before each orb can be 
collected. 

Naturally the game is of 
a pretty weird nature. It's 
presented in a similar way 
to the ageing 8-bit classic 
Frankie Goes To Holly- 
wood. Dressed in your 
hospital pyjamas, your on- 
screen alter-ego is taken 
through a series of scroll- 
ing screens on your quest 



for orbs. Your weird 
dreams contain such odi- 
ties as fish that fly in shoals 
over barren desert land- 
scapes, mutant man-eating 
footballs and ravenous 
sets of giant g Hashers, su- 
perbly animated in Terry 
Gilliam style. And that's 
not all, At certain points 
in the game you're given a 
choice of doors to prog- 
ress to the next section of 
the game. Choose the 
wrong one and you just 
might end up bitten in 
two (displayed in the 
most gory graphic detail 
possible). 



ine of the 
'first prob- 
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lems you encounter. That 
big lump of gristle on the 
right won't hesitate to 
sink his fangs Into you* so 
act fast* But what exactly 
do you have to do to get 
past him? 
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.^^ Jfc AAHRCH1 

^^^| ^^Your 
pyjama-clad alter-ego 
falls foul to the boney 
thing in the desert 
section. 

Weird Dream* is 
probably the most 
appropriate game titie to 
appear in a long while. It's 
weird with a capital B W\ 
Programmed by James 
Hutch by with graphics by 
Herman Serrano (the man 
behind Rainbird's OCP 
Art Studio, Weird 
Dreams looks like it 
could well turn out to be 
THE game of the year 
No-one will miss out as 
it's due for release on 
Atari ST, Amiga and IBM 
PC - but don't hold your 
breath. Weird Dreams 
won't make it onto the 
streets until February 
next year. 





LICHFIELD based 
software house Elite 
are set to unleash another 
batch of ST, Amiga and 
PC releases over the next 
four months.. The long- 
awaited conversion of 
Atari's immensely popular 
coin -op Paperboy is 
almost complete on all 
three formats and should 
be ready in time For a full 
review in the next issue. 
Space Harrier fans will 
be pleased to hear that 
Elite's very own sequel to 
the original ST version is 
now finished- Unimagina- 
tively entitled Space 
Harrier II, it's effectively 
more of the same and is 
due to appear at the same 
time as the long overdue 
Amiga version of Space 
Harrier* Amiga owners 
will have to wait a little 
longer for the sequel 
though. Finally on the 
conversion front there's 
chc equally long-awaited 
ST and Amiga interpreta- 
tions of Capcom '$ 
Ghosts V Goblins. Sad- 
ly; this classic blend of 
platform and shooting ac- 
tion won't hit the streets 
until early next year, 

Elites officially licensed 
sports trivia based on the 
BBC quiz show A Ques- 
tion of Sport is also 
scheduled for release in 
the very near future - as is 
Mike Read's Pop Quiz, 
another tantalising trivia 
romp based on the popu- 
lar television series of the 




»hoot to kill Space Harrier II looking good on 
►the ST, but can you spot the difference 
between the sequel and die original. 
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P|aperboy on 
'*he ST looks 
promising, and it could 
well turn out to be one of 
the most accurate con- 
versions to date. It's re- 
leased neict month, so 
you can expect to see a 
review in Issue Three. 



same name. Both games 
feature digitised faces and 
plenty of trivial questions 
for the answering. 






"he ST version of Capcom's cult classic coin-op Ghost* 
V Gab'm^ looks set to be the best yet. The heroic Sir 
Lance little does battle with zombies, fire demons, pixies, 
monks, and of course ghosts and goblins, in a bid to 
rescue his princess girlfriend from the clutches of an i-vi I 
ogre, ST and Amiga owners will be able to go ghostbust- 
ing early next year. 
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MARTECH BREAK 
1 6-BIT SILENCE 

SOON to appear on the ST (with Amiga versions not 
far behind) are two shoot em ups from Martech, 
Hellfire Attack see you flying a helicopter through a 
series of increasingly difficult aerial combat scenarios, all in 
Sega- esq ue 3D Phantom Fighter on the other hand, is 
a vertically scrolling shoot 'em up written by Irish- based 
programming outfit E me mid (who are currently writing 
The Running Man for Grandslam, amongst other things, 




LIN EL 



hJ ^WISS software 

w house Linel, produc- 
ers of the vertically scroll- 
ing shoot *em up Insanity 
Fight and the Arkanoid 
variant with a prehistoric 
flavour, Crack, has three 
imminent Amiga-only re- 
leases. First to see the 
light of day and reviewed 
in the next issue is a 
boxing game entitled The 







ONE of the most popular cult TV shows or 
the 6CTs t The Munsters is soon to have Its 
very own computer game. Newly laun- 
ched software label Again Again have acquired the 
rights to the show, which is currently being re-run 
on Channel 4. The game is being programmed by 
Teque, previously responsible for Terramex and 
Pac mania (reviewed last issue), 



Champ, and hot on its 
heels is Dragon Slayer, 
an arcade adventure in- 
volving plenty of explora- 
tion and fighting action. 
Last but by no means least 
there's a skate hoarding 
simulation called Skate 
Of The Art . which 
won't appear until Febru- 
ary of next year. 



UBI 
SOFT 

TH RE E ST and Amiga 
titles are due from 
French software house 
Ubi Soft during the com- 
ing months. Puffy *s Saga 
is an offbeat Gauntlet- 
inspired affair in which 
Puffy and his girlfriend 
Puffyn are trapped in a 
mystical alien world full of 
mazes, monsters, 

dungeons and demons. 
Both versions should 
appear in time for review 
in the next issue, and 
there's a PC version fol- 
lowing in December. 

Sword fighting, archery 
and other mediaeval de- 
lights are combined with a 
subtle hint of strategy in 
Iron Lord, The scenario 
has it that your father has 





■he archery 
from Ufci 
Soft's Iron Lord. 

fill Skate- 
board 
wipe the 
floor with the Bitmap 
Brother's brilliant Speeds 
ball 



w: 




been deposed by his evil 
brother and it's up to you 
to recover the throne, 
get an zrmy together and 
prove your worth in a 
series of trials. Which is 
exactly what we shail be 
doing next month . . . 

Finally there's Skate- 
ball; a futuristic ice hock- 
ey simulation featuring 
plenty of violence. How it 
compares to Image 
Works 1 Speedball you 
can find out in Issue Three 
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13 levels of Arcade-Action . . . seeing is Believing! 
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HOW on Hie 
Amiga. 
Coming 
soon on 
the Atari 
ST. 




^ Electronic Arts produces Home Entertainment Software on most Computer formats. For a 
™ complete product catalogue, please send 50p tooether with a stamped and self-add ressed AS-sized envelope to ; 
^^oSZmS Electronic Arts "Catalogue Ofler" , Electronic Arts, 11-49 Station Road, Langley, Berks SL3 BYN. 

HOW TO ORDER . Visit you r local retailer or call Slough (0753) 46465 for the location of your nearest stockist Dealers please call (0753) 40906 
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OCEAN WAVE 



FROM his first appear- 
ance in Detective 
Connies over SO /ears ago, 
Batman has become a 
household name, with a 
cult H camp television 
series and film and his bat- 
belt, along with plenty of 
contemporary works, 
such as Frank Miller's The 
Dark Night and Bat- 
man: Year One, and 
more recently, Alan 
Moore's Killing Joke. 
and then there was 
Ocean's computer game 
... a forced perspective 
arcade adventure from 8- 
bit hit makers Jon Hitman 
and Bernie Drummond 
(whn>, incidentally, are 
now working on an arca- 
de game for Rare). 

Ocean's second binary 
interpretation has been 
written by Special FX, 
previously responsible for 
past Ocean 6-bit hits 
Firefly and Gutz, and 
takes the form of an arca- 
de adventure with beat 
r em up overtones. Unlike 
the previous incarnation, 
this version is presented 
in true comic book style 
and comes in two parts, 



divided as separate stories 
or plots. Each section 
takes place in the sprawl- 
ing metropolis of Gotham 
City and comprises all the 
best-known locations 

such as the bat cave, 
Wayne Mansion and the 
Police Headquarters As 
Batman your objective is 
to thwart the plans of 
your two deadliest ene- 
mies, the Joker and the 
Penguin p who both have 
their own dastardly sche- 
mes for world domina- 
tion, The Penguin, for ex- 
ample, plans to overrun 
the worJd with thousands 
of robotic penguins, while 
the Joker has kidnapped 
Robin, 

Apart from plenty of 
typical Batman - sty le 

brawling action there are 
many puzzles to solve, 
wich help in the form of 
caption-like text in the 
corner of the screen, 
Work on Batman is 
nearly completed, and it 
should be ready for re- 
lease in late November. 
Meanwhile Special FX are 
likely to be working on 
another licence for Ocean 



he taped crusader comes face to face 
wftfl the e¥il Penguin in Ocean's second 
game of the show/rilm/bookrT-shirt/record etc. Could 
this confrontation result in a typical Batman style bout 
of fisticuffs? Find out, next 
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ingon Nrnja, 
the latest 
Kan ami coin-oip conver- 
sion to come from Imagi- 
ne* This Amiga screen* 
shot gives you an idea of 
what to expect, and as 
you cat* see irt looking 
pretty damn good. 




The forthcoming con- 



version of Batman on 
the ST, featuring a neat comic strip 
approach which overlays a new 
screen onto the previous ones. It 
looks like there's going to be plenty 
of icon -driven fun for Bat-fans 
everywhere. 
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NETHERWORLD 
Hewsorf 

Review: Issue One, pg 74 

O There's really nothing worth 
adding to the comments made In 
the first issue. So here are some 
ratings to put things into perspective 

PRICE £24.95 

RELEASE DATE Out Now 

GRAPHICS 69% 

SOUND 43% 

PLAYABILITY 74% 

VALUE 61% 

OVERALL 70% 
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Spectrum Holobyte'i M* Fighting Falcon 
simulator, Falcon, has impc«ied arid cap- 
tivated PC owners since its release- In fact it** so 
impressive, the Pentagon took an interest* Came 
December we should see ST and Amiga versions, 
conmplete with all the outstanding features that have 
made the PC original » popular* Seen here is the ST 
version. 



Imagine 1 * conversion of Guerilla War 
-SNK's second sequel to their cult 
dude Ikari Warriors Is coming along very nicely, 
thank you. The ST version pictured here 
should appear towards the end of this year, 
and it looki as though it's going to knock the 
stuffing out of Elite's conversion of Ikari War- 
riors and HkrodeaPs Leatherneck. The green 
here ted guerilla blasts his way through a farm, 
deep In enemy territory where even more 
trouble lies in store. 

I earing completion in time for a Christmas 
re-lease... Electric Dreams 1 ST and Amiga 
conversions of the I rem coin-op R-Type, As you can see 
from this ST sereenshot of the large alien at the end of 
Level One, the graphics are almost identical to its arcade 
stablemate. And judging by the quality of Electric Dreams' 
more recent conversions, 16-bit R Type should play every 
bit as well as its coin-op parent. 
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ZYNAPS 

Hewson 

Issue One, pg 45 

O Hews on haven't really taken 
advantage of the Amiga's 
graphic capabilities, with sprites 
and backdrops identical to the ST ver- 
sion, At least they've had the good 
sense to use a few suitable sampled 
blasting sounds, making 7 y naps mar- 
ginally more playable. One of the few 
decent shoot 'em ups of its type avails 
able, and certainly worth a look. 



with the review in the first issue 
actually applies to the Amiga version. 
The ST interpretation is slightly faster 
than Its Commodore counterpart, and 
as a result is a tad more playable. The 
title tune and spot effects are still 
nothing to writ* home about, but as a 
two player head to head combat game 
it successfully manages to hold Its 
fudge. 



O Instead of simply dumping 
thti ST version to Commod- 
ore's mean machine,, programmers Te- 
que have written Pae mania from 
scratch r And what a conversion. Amiga 
Pa c man La is certainly one of the most 
impressive coin -op conversions to 
date. Silky smooth full screen scrolling, 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.95 
Out Now 
65% 
71% 
73% 
64% 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19 + 99 
Out Now 
53% 
45% 
70% 
56% 




OVERALL 74% 

SKYCHASE 
Image Works 
Issue One, pg 34 

^^^^Oh dear, the ST Aeon was swap- 
p J I cted with the Amiga icon and so 
^^^^the comment which appears 



OVERALL 67% 

PACMANIA 

Grands lam 

Issue One t pg 91 



colourful sprites and backdrops, clean 
renditions, of the original tunes and all 
the intermisskm sequences are inclu- 
ded. Wonderful stuff worthy of any 
coin -op conversion connoisseurs time 
and money, 




PRICE 


£19.99 


RELEASE DATE 


Out Now 


GRAPHICS 


82% 


SOUND 


73% 


PLAYABILITY 


88% 


VALUE 


79% 



OVERALL 86% 
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OF TRIVIAL JEDIS 



DOMARK have 

three new licensed 
titles approaching com- 
pletion for release before 
the year is out. Return 
Of The Jedi is the third 
instalment in the series of 
Star Wars games. Unlike 




its vector graphic prede- 
cessors, Jedi is a forced 
perse pective rate and 
chase affair with shoot 
em up overtones. The 
player mounts a Speeder 
Bike and zooms through 
the heavily-foliated 

forests of Endor before 
flying into the metallic su- 
perstructure of the 
newly-built Deathstar in 
an attempt to destroy it. 
Not content with a 
competent binary inter- 
pretation of the Trivial 
Pursuit boardgame, 

Domark are set to release 
Trivial Pursuit; A New 
Beginning. This time it's 
set in space of all places, 
although the basic idea is 
still to answer loads of 
ridiculously pointless 

questions, so if you know 
exactly how many pairs of 
shoes Imelda Marcos 
owns, or what William 
Shakespeare^ middle 
name was, this is right up 
your street. 

Finally, anyone who has 
been playing computer 
games since 1986 will 
probably remember the 
trouble Domark had over 
their 8-bit puzzle game 
Splitting Images (which 
had to be renamed to 
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Split Personalities as 

the title was a little too 
close to Spitting Image for 
comfort). Well r Domark 
have learned their lesson 
and have snapped up the 
licence to produce a com- 
puter game based on the 
immensely popular satiri- 
cal television show. 
Domark 's Spitting Im- 
age takes the form of an 
offbeat beat 'em up which 




Step into Lando Calrissian's flight boots 
and take on the might of the hideous 
Galactic Empire t both in space and in the dense forests 
of Endor in Do mark's conversion of the last game in 
ehe Star Wars trilogy*** Return Of The Jedi* 

somehow manages to fea- nie Reagan „ and the 

ture all of your fave char- Queen. Just how it fares 

acters from the show. you can find out in the 

such as the Ayatolla^ Ron- next issue . . . 
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INTERPHASE 



IMA 
pha 



Works Inter- 
Base is an unusual 
blend of flight simulation 
and arcade adventure 
with some exceptionally 
smooth and fast filled 3D 
graphics to portray the 
action. Set in the far fu- 





INTERPHASE 



*ne of the many unusual creatures encoun- 
tered inside the master computer causing 
problems in Image Works' Interphase p 



world to infiltrate the 
building safely and ret- 
rieve valuable information 
which can avert the cor- 
poration's plans. Despite 
its hackneyed scenario. 
Interphase is shaping up 
very nicely indeed and 
should be ready in time 
for the beginning of next 
year. 

Other Image Works 
projects currently under 
development are the con- 
versions of Atari's brilliant 
sequel to Asteroids - 
61 asteroids, plus two in- 
teresting graphic adven- 
turess the Middle Earth 
delights of Pal lad in and 
plenty of fantasy frolics in 
Terrarium There's alio 
a rather nifty looking 
shoot 1 em up 
Crime Town 
Further details 
low... 



entitled 
Depths, 
will fai- 



lure, Interphase puts 
the ptayer inside the huge 
master computer of a 
ruthless corporation that 
plans to dominate the 
world by hypnotising peo- 
ple... The computer con- 
trol* all the security for 
the corporation's head- 
quarters, and the players 
mission is to manipulate 
the mainframe computer 
from within, so that the 
security systems can be 
shut down, allowing your 
agent on the outside 



Part of the graphically impressive attract 
sequence for Image Work's new shoot 'em 
up, Crime Town Depths* released (hopefully) before the 
end of this year. 
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Mailketed m\ distributed by Meiapic LlL 
AcCivMsiin is & divmn of NWhpic IM 



AFTEHBMEFT" SEGA are UriewAs of SFCA 
ENTERPRISES LTD Tils ipm* has ten ninnirixiiml 
under licunse train Sega Erferpiises Ltd.. Japan. 





Tthe greatest one-on-one 
combat game of last year 
was undoubtedly Pa la- 
ces r s Barbarian, The bril- 
liant gameplay combined 
with the vivid graphic violence (such 
as the bloody decapitation sequence) 
to ensure huge popularity and a ban by sequel inevitable, and here it is, imagi- 
the German government* The tremen- natively titled Barbarian IF: The 
dous success of Barbarian made a Dungeons of Drax. 

■he dungeons of Level Three are quite tricky to negotiate, especially if y& u don't collect 
a key to unlock the doors. Animated prisoners 'decorate' moit of the walls, and their 
bloated keeper isn't keen on them having visitors, 




Barbarian \\ takes over from where 
its predecessor (eft off, The evil sorcer- 
er Drax was defeated by the Barbarian 
when he attempted to kidnap the 
voluptuous Princess Mariana, he was 
banished to a dark and dreary cave on 
the outskirts of the civilised world. 
Word has it that Drax is once again 
hatching a devious plan to put himself 
back in power, and so the Barbarian 
has been ordered to journey out to 
Drax's lair and destroy him for good. 

Unlike the original, which was a 
simple one or two- player combat 
game, Barbarian I Ms a Large arcade 
adventure with combat elements. The 
dungeons of Drax are split into four 
separately loaded levels, each consist- 
ing of just over 25 screens (apart from 
the last which is a mere three screens 
long). The Barabrian has been rede- 
fined since the last game and now 
wields a large battles xe. Moving from 
location to location is simply a matter 
of wralking off the side of the screen* 



arian 




REpw 



Barbarian is back, complete with bulg- 
ing breasts and flowing hair — and 
that's the bloke! Gary Whitta hacks 
and slays his way into Drax's domain in 
Palace's latest blockbuster and finds himself 
having the time of his life. 

when it is replaced by the next. Barbie 
<as he is known around the office) can 
also move into* the screen via specific 
gaps in the scenery behind him. 

Of course Barbie can't Just move 

Inside Drax's domain on the fourth 
and final level* the Barbarian com- 
es face to face with two huge, grotesque 
creatures. This Is the first, barring oor bronien 
hero's progress... we won't give the game 
away and show you any further though. 




nother strange adversary from 
sthe first level,., A mutant chick- 
en clucks and struts across the screen, then 
leaps with a blood-curdling 'Squawk! 1 at the 
surprised Barbarian. Any more of that a hefty 
smack with your axe will have the blighter 
screeching in pain instead) 

around the dungeons as easily as that. 
Drax's minions lurk around every cor- 
ner and all have orders to kill him on 
sight. 

Fighting is essentially the same as 
the original game too. with an array of 
combat moves such as leg chop, kick 
and the infamous flying neck chop all 
available. When a creature Is finally , 
defeated, achieved by relentlessly 






O 



whacking it with the axe until Its 
energy is depleted, it dies in any of a 
series of hideously gory ways that 
would make even a video nasty fan 
wince* The shuffling triffid-Hke mons- 
ters are decapitated in a spray of blood 
and the heart of the chubby dungeon 
guard !■ ripped out of his chest and 
bounces across the floor in vivid detail. 
Another impressive death sequence 
takes place when the troglodytes, the 
dragons and various creatures are 
totalled. The ground opens up and the 
monster explodes in a cloud of green 
smoke which is then sucked down into 
the crevasse, accompanied by a mar- 
vellous sampled thunderclap. 

Between the stints of furious fight- 
ing theHe is maze searching to be done; 
keys must be found along with extra 
weapons such as shields r which help to 
provide added resistance to attack. 
And all this must be done while avoid- 
ing the dungeon's inanimate perils 
which come in the form of lava 




■he lecond level comprises a 
seemingly never ending cavern* 
qui man* complete with a bizarre assortment 
of creatures. This weird-looking chap doesn't 
take too kindly to less deformed beings such as 
your bronzen self, and lashes out with speed, 
accuracy and ferocity. 

streams and gaping bottomless pits 
which Immediately cost Barbie a life if 
he strays too near and falls in. Jumping 
at the right time is the key to passing 
these pits, and even then there's a 
chance of a large tentacle shooting out 
from the pit and pulling you down! 

Drax lies at the end of the final level 
and is protected by two huge ravenous 
monsters. If Barbie can get past both 
of these he can take on Drax head-to- 
head. Drax puts up a very good fight, 
and If he can be killed... 



"he large green dragon on Level One lets out a convincing roar of pain as the Barbarian 
hacki away at it. The Barbarian tends to grunt a bit when he's hit toot incidentally, the 
i word on the shield at the bottom of the screen acts as a compass (it always points north) and an aid 
to mapping the maze- like terrain. 




m Barbarian was great, 
but Barbarian II is even 
better.. It's taken the 
original combat formu- 
la and improved it no 
end with the addition of the arcade 
adventure elements. The problem with 
the original Barabarian was that you 
could only fight other human oppo- 
nents, and the whole thing could gat 
rather "samey" after a long while.. Thf- 
huge array of different nasties just 
waiting to pick fights with you solves 
this problem. Each creature has its 
own specific attack pat-tern, and so 
each one must ue dealt with different- 
ly, there's a lot to be learnt before any 
kind Of proficiency is achieved. The 
graphics are of a high standard, and 
although some of the animation on 
certain sprites can at times be jerky, 
the blight colours and excellent defini- 
tion compensates adequately. There 
are loads of sampled K ooh T s. 'aargh's, 
grunts and wails of pain to accompany 
the action, and the four levels are big 
enough to keep even the most harde- 
ned garner going for quite some time. 
Definitely worth a look. 

PRICE £19.99 

RELEASE DATE Mid November 

GRAPHICS 83% 

SOUND 95% 

PLAY ABILITY 86% 

VALUE 79% 

OVERALL 85% 

O Barbarian II is currently 
being converted by 
Richard Lei nfe liner, the 
man behind the original 
Amiga Barbarian and 
the conversion of the Shoot 'Em Up 
Construction Kit. Work is going well 
and it should be released sometime 
before Christmas. Expect to see a few 
minor graphic differences and to hear 
some beefier sound samples, but other- 
wise things will mostly stay the same. 
Watch this space next month for a full 
update. 
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Crystal Standard 
Crystal Turbo 

Sure shot Standard 
Sure shot Turbo 



£14.95 
£16,95 

£11.95 
£14.95 



eyou 

your hands 
one yet? 



All prices include VAT and delivery 
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ALL JOYSTICKS CARRY A FULL FIVE YEAR 

GUARANTEE! 
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ter Supplies 



Telephone: 

(0664) 410666 

Fax:(0664)410221 
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• Offers full compatibility with all Atari 
models, Amiga 500 and Amiga 1000 

•Top quality Citizen drive mechanism 

• One megabyte unformatted capacity 

• External plug in P$U (Atari SI) 

• Throughport (Amiga) 

• Very quiet 
•Slimline design 

•Colour matched to computer 

• Long cable for location 
either side of computer 

• Pull 12 months guarantee 



Don 'f forget - al prices shown 

include VAT and delivery 



including VAT and delivery 
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• 520STFM SUMMER PACKf 

Includes STFM with 1ME© drive 22 
games (retail value £413.94) & Joystick. 

Only £349 QQ 

520 STFM 1MEG memory upgrade kit .., „.„„. m m pqo on 

520 STFM with 1MEG drive ijrU&mally fitted , „,„. ,„*£279l00 

1 040 STF special clearance olfar - &nap up a raal taroajri „. C34& no 

040 STF offer as above, includes mono man Iter ,.„„„„, ,r».,,...„a .. £449,00 

1040 STFM latest model, includes TV moduLalor „.., «.»««**..^,. !!" £419 00 

1040 STFM as above, with mono monitor _,.„„ «„**!""""!"™!" £529 00 

Mega ST2 wl|h mono monilar .,„.„,„„ «,*+».***«*+*..-. ...,^.. 4+fci < £849 00 

o, e ^^ wi,t1 m( ?° rnonilor ., , „„„ ™.J, J ElOBaflO 

i W9?i laser ^nt^ great value at ,.„,„ ,„ £1099,00 

S M 1 34/5 mono monitor , r ..„ t .., ,.„ „.,, «.««..*..«*. ,. £ 1 1 9,00 



DOUBLE TAKE! 



TV/MONITOR 

(MODEL 1022) 



High quality medium resoiulion 
Hour TVi'monitor now avalF 

| able to $uLt 1h& ST or Amiga. 
Features full irtTra-red remote 

I control, EuroconnectCf, Video/ 
Audio inpul and headprKiiie 
oulpui connectors, 39* tuner 
presels, external aerial con- 
nirKnor and a loop aerial. Sup- 

I piled with cable (please state 

[computer type when prcfeilng). 



SPECIAL 
OFFER 

£199.00 

Includes VAT. 

CGbto tind rwrl 

day d*Hv«ry 



£449,00 

£1796,00 



SH205 20Mb hard disk ... 

Mega ST2 Special Offer; includes Meoa ST 2„ mono monitor 

SLMB04 laser, 'Microsoft Wrile', 'VJF Professional' A 'Tlmewc^s DTP' 
DTP system - JncJudes Mega ST4, Mono Monitor, SLM8G4 laser, 

Fleet Street Publisher 1 , 20 Mb hard disk & 90 day on site maintenance ... £2999 DO 

Philips CMS333 colour monilor ryw ST lead , BJ1 „ £259 00 

FJiNFps CMBS52 as above, higher resolulion r .„. ir ],'"!'"]]" £299 00 

{Extra £10,00 discount on Phijips monitors Iff bou^i""w1|h' , an''s J n 



'All ST prices include-: mouse etc. PLUS 5 disks di s ware including 

worcfpro. uiilitios, graphics, game- and demos. 
I We can quote you for any combmaiion ol hardware. 




POWERFUL 

ATARI ST 
DISK 

UTILITIES 



VERSION 3 NOW AVAILABLE 



All prices include VAT, delivery and cable 



Star LC10 replaces the ML- 10. feature^ 4 NLQ fonts, paper parking 

Ironi panel operation, PLUS 2 extra ribbon a tree of charger £21 9 00 

*?" . 9?£ 7-colouf version of above printer, Jnc.2 etfra black ribbons ^£26^00 

btar LC24-10 Now feature- packed budget 24 pin muJIilonr printer E339 0O 

S! ar iSrft? PJSSfl 24 ^" ^ality. inc-lree sneet feeder + 2 extra ribbons. .X499.00 

Star ND-10 ieo/45cp& high quality 10" carriage printer.. , £S4EJ DO 

Star IMX-15 budpeit wide carriage printer ,„ .„„.„ ... £329 00 

Star fSJBZ4-15 *ide carr. version of N62410, inc. cut sheet f»d»f!™Z..*fiftttiO0 

biar Laserprlnter e hign specification laser, price Includes 

one /ear on-site maintenance (send for print samoles demos) El 795 Oo 

NEC P2200 budoet 24pin, great value l6S/56cps _.!" KT9 00 

Panasonic KXP1QB1 reliable budoel 10* printer 120/24 cos !Z £16900 

Wxm J D budget 10" dot-matrix. 120cnsi. „ !!!£13y"o0 



Cilizen f ^0O budget 10" dot matrix, I20cps. 

Citijan iSP-100 budget 10", 15QV3Dcps.. 



£109 00 



SOFTWARE BACKUP with new lurbo nibbler 
The latest version now incorporates a faster and more powerful 
backup utility including 40 parameter options 10 handle many 
more programs. Utilises ail available drives end memory, 

ORGANISER ACCESSORY 

Extremely useful desktop-based accessory, providing essential 
disk management commands including FORMAT, RENAME, 
DELETE etc. m 

EXTRA FORMAT 

to maximise usable space on your disks - provides over 15% 

additional user storage space per disk! 

RAMDtSK and SET DATE/TIME accessories. 

UNDELETE 

to recover accidentally lost files, 

DISK ANALYSIS 

DIRECTORY PRINTOUT 

pfus DISK SPEED CHECK, UNFORMAT and more) 

t Existing users - upgrade ywr_ 
Discolor ST disk for only C7S& 



Only £24.95- 



3.5" Disks 



10 Be* packed DS/OD 3.5* disks 

with labels, fully guaranteed £11,95 

25 bulk disks as above „. M £27.§5 

10 disks as above with plastic case £13.95 

25 di&ks as above, with 40 capacity 

lockabie slorage unit >1L . a _ £34 95 

Verbatim DS/DD disks, lop quality media 

Willi Nletima guarantee. Box 01 10 only „ E19 95 

SKC MFgDD DS/DO 3.5* disks. Box of 10 ..,. £^17.95 



How 


to order from 


Alt priwa include VAT and delivery. Next day delivery £5.00 extra. 




1^?] Send cheque, Postal Order 
"^ or ACCESS/VISA cord details 


Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 

WORCS WR11 4SF 

<® 0386-765500 

fox 0386-765354 
telex 333294 


RTOlihliiKiT-IJ.M. 


IkZ££H 


Phone us with your 
ACCESS or VISA 


! Govt, «diu. & PLC orders wrkeme 
Same 4av dtspukh ebencver possible 
All goods tubjed to availahilit;, (l&O.fcL 
Open to oilers 6 days, 9JQ-$Jt 


1. 


E3 


1 card details on : 
190336-765500 


Alw «l: 1741 PenhDrc RA, CiitentlRv, Kirminehtm BJO JBII Tel: 021 J.SJi 4S64 
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Driller promises to be the complete 
three dimensional experience, thanks 
to Freescape, Incentive's much publi- 
cised graphics system* But does a game 
about drilling rigs make for a fun time? Paul 
Boughton gets the bit between his teeth. 



A game which involves 
gab drilling rigs — even 
on distant moons — 
isn't likely to get me 
frothing with excite- 
ment- Not even if a huge meteor is 
hurtling on a collision course and ev- 
erything Is about to end with a huge 
bang. And, for me, Driller is certainly 
no thriller, providing no instant gratifi- 
cation. Patience is definitely a virtue 
here. 

The story unfolds on the heavily- 
mined moon of Mitral which circles the 
planet Evath, colonised by humans 
escaping an ecological catastrophe on 
good old mother Earth. 

The mining was carried out by a race 

ha! X marks the spot . * . beam 
Idown your drilling Hg and let off 
a little steam. This is another example of 
Incentive's considerate gameplay. 



of outlaws called the Ketars who have 
now fled the ravaged satellite* A vast 
amount of gas has built up Itjeiow 
Mitral's surface, turning the moon into 
a potential bomb. Should the gas igni- 
te* the planet will explode and Evath 
will be blasted into a new orbit, killing 
thousands instantly and leaving the 
rest to face a chilling death as temper- 
atures fall. To make matters worse, 
scientists have calculated that a 



meteor from deep space is due to 
smash into Mitral in a mater of hours p 
popping it like a balloon. 

Your mission Is to explore, locate 
and make safe the IS sectors of Mitral 
by positioning a drilling rig over the 
hidden gas pockets and releasing this 
deadly vapour. All before the meteor* 
strikes. 

The game pi ay breaks down Into four 
main tasks: you have to access and 






GPS BU IUD UP 
Lf*P IS LPZULI 



Still fails to convey the fact that Incentive seem to have Freesoape (TM) 
working well after over a year in development. But Where's the gameplar 
to complement the graph kif Hay be Dark Side has the answer < > . 



* 



4 










action of Driller The arrows to tht right ' <»• 
t»rs to the bottom left of the picture are 



Ick the mouse on a series of arrows. 
lis doesn't make for speedy move- 
nt or fast responses, especially as 
lis and digital displays bombard you 
information throughout, 
e 'feel' you get when exploring is 
tfte impressive, realistically 

>roa thing a doorway, wondering 
l^ho or what is inside. But any tension 
/hich builds up is in your own mind, 
formally there's nothing dreadfully 
jciting Lurking out of sight, 
J Finding the first drill site ts relatively 
psy (see if you can spot the cross)* 






OhOSBIJI 

■■MM '^^^^E. m ^Ml'iia ■■ ■■■^^■■iw ■ ■ ^J |Hk 



^^t ^^uess what? Shooting the switch 
■----» ^9 open* a previously hidden door* 
$&y. Later on in the game there's bridges to 
'build' and pltmty of aggressive gun emplace- 
ments to avoid- 



but others are harder to findp Clues to 
solving the game's puzzles are f appa- 
rently, hidden in the story booklet. 
This spells out the background to the 
game in exhaustive detail. But it's 
hardly rivetting reading. 

Explore enough and you come 
across tunnels, telepor+s and a recon- 
naissance jet. This allows you to fly 
and hover over the moon and is Ideal 
for mapping, a task which is essential 
to the game's completion. 



OFreescape* the prog- 
ramming wizardry that 
puts you right in til* 
game, succeeds in 
generating one of the 
best three-dimensional environments 
I've so far experienced. Movement is 
virtually unrestricted, the perspective 
realistic, the landscape solid. The man- 
ipulation of the complex 3D image is 
impressive. However, decent graphics 
don't make up for that vital gaming 
ingredient — excitement. Is there any- 
thing better than the quickening of the 
pulse* the rush of energy and that 
slight apprehension that you're ex- 
periencing, something you Ye not sure 
you can master. But you're going to 
spend a hell of a Jot of time trying to? 
But for me that excitment is missing 
from Driller. There^s no tens ion „ no 
buzz. It feels tike a neat programming 
trick in desperate need of a good game 
idea. It's impressive, in many ways 
innovative* but ultimately soul less r 
Hopefully the sequel. Dark Side, will 
provide more edge-of-the-seat thrills. 



PRICE 


£25.95 


RELEASE DATE 


Out Now 


GRAPHICS 


84% 


SOUND 


71% 


PLAYABILITY 


60% 


VALUE 


52% 



OVERALL 65% 



^^^E^H^H Identical to its Com- 
^L J modore cousin In 
■k ^B almost every aspect 

^ M (apart from the slightly 

|HH weaker sound) this ver- 

sion suffers from the same drawbacks. 
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VIOLENCE ON THE HIGH SEAS, THE ULTIMATE TEST Of MANHOOD 





• :». . & 




ATARI ST VERSION 




£ 




V. 



THE YEAR IS 2050. 

VIOLENCE AND TERROR HAVE TAKEN OVER THE WORLD, CIVILIZATION HAS DISAPPEARED, 

VIOLENT STREET SPORTS ARE NOT ENOUGH TO SATISFY THE BLOOD LUST OF A NATION. 

A NEW SPORT HAS EVOLVED. YOU ARE AN OFF SHORE WARRIOR, ANYTHING GOES. 

THE BATTLE CAN BRING YOU FAME OR DEATH... THE ONLY RULE IS TO WIN WHATEVER THE COST. 

CAN YOU MEET THE CHALLENGE AND BECOME THE SUPREME OFF SHORE WARRIOR 

A WORLD AWAITS, PREPARE FOR THE ULTIMATE TEST... 



3 1M1 TITUS SOFTWARE COUP., OFF SHORE WARRIOR, TITUS MO 
THE TITUS 10GO ME REGISTERED TRIDE MURKS OF TITUS WFTWME CORP. ISM, ATMI ST 4N0 1MJGA ME 
kJFTM REGISTERED TRME NURKS OF INTERN MIC NAl BUSINESS MACHINE!, ATMI INC MO COMMODORE MUM RESPECTIVELY 



UNIT4SIANNETS IAIND OH NORTH TRADE CENTRE BASILDON ESSEX SS 15* DJ PHONE: (0268] 541126 



m 



m 





a 




a 




*> 




'■■» 








00 



00 





# 



i 



m 



1 he button has been pressed - it's all-out nuclear war. As 
bomb-laden missiles rocket above a terror-stricken Earth, 
East and West are locked in the deadliest game of all. 

With an awesome cache of nuclear weapons at your 
disposal, can you zap your enemy - and save the planet from 
imminent catastrophe? Using skill, judgement and razor-sharp 
reactions, you must deploy your Strategic Defence Initiative - 
and avoid global disaster! 





Atari ST scraen shots shown 



Available on:- C64 cassette: £9.99, C64disk: £14.99 

Spectrum: £9.99, Atari ST: £19.99 

— ■ D Mail order: Mediagenic, Activision House, 23 Pond Street, Hampstead, 

London NW3 2PN Consumer Enquiries; 01-431 1101. Technical Support 0703 229694 
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pSega 1987 
5Dr and Sega 
S*gs Entefpril 



ga ■■■ ai 



are trader 

lLUI 
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>£* 



This game has been manufactured under 
license from Sega Enterprises Ltd, Japan. 
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After sending 
us round the 
bend with 
Nebulus, Hewson 

now flies us to a dis- 
tant planet in its 
latest collect and 
shoot 'em up. Steve 
Jarratt goes under- 
ground to indulge in a 
bit of treasure hunt- 
ing,,. 

Deep inside a subterra- 
nean complex, a lone 
ship begins a mission to 
recover valuable gems 
and equipment Stolen by 
space pirates. The underground strong- 
hold Fs split into four levels, set over 
150 flick -screens; progress Is con- 
tinuous and once left, the last screen 
cannot be re-entered. 




■here are certainty plenty of 
strange creatures to avoid (or 
preferably destroy) during your galactic sca- 
venge . . just take a look at the teeth on that. 
A spinning orbital wilJ quickly put paid to this 
deadly death-spitting worm-tike being. Pro- 
vided you don't bite the dust first .. . 




evel One completed . + . the good 
ship Cy be moid descends to Level 
Two, and yet more of the same - only harder! 



► 



A typically awkward but not im- 
possible to negotiate screen. 
The Cybernoid is armed for bear p wieh its 
three arsenal of spinning orbital;, rear-firing 
cannons, shield a*ld assortment of bombs. 



Sent by the Federation, the good ship 
Cybernoid has to negotiate each 
screen retrieving as many of the stolen 
goods as possible, while running the 
gauntlet of the mercenaries 1 defence 
systems. 

In order to protect itself from gun 
emplacements, alien vegetation and 
the pirates themselves, the Cybernoid 
carries a pretty mean arsenal of des- 
truction. A forward-firing blaster is In 
permanent residence, /ind m^y be 
accompanied by one of five additional 
weapon systems, selected at will by 
the function keys. Bouncing bombs, 
seeker missiles, mines, bombs and 
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lollect enough booty to receive an extra ship on completion of the level. It's not 
Peasy t but then no-one said it would be. 



shields are available, and their use Is 
dictated by the opposition present on 
each screen. Although in limited sup- 
ply* the current weapon's stock is 
increased by one unit on collection of 
ammo pods which have been left lying 
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around the underground caverns. 

Further weapons may also be col- 
lected In the same way, and remain 
use until the ship's demise. Add 
include a rear- firing blaster and up 
three swirling orbitals, which rer 
pirate ships and alien growths on cc 
tact, and also act as partial shieldir 
against enemy bu Herts, 

Valuable items float to the grour 
whenever pirate ships are destroy* 
arid are gathered and stored aboard 
the Cybemoid- At the end of each level/ 
a Federation depot appears, whereup- 
on the ship lands and a bonus is 
awarded* If enough booty has beer 
recovered, another Cybemoid ship I 
added to the stock. 

Cybemoid is an unusual shoot ' 
up, with the different elements 
mindless blasting, precision flying ar 
strategic use of weapons combine 
make it an entertaining and challenj 
ing game. 

The first three levels should yll 
fairly quickly, but the final level is 
massive SO screens long, so compli 
ing the mission seems a distant prol 
pect. There's more than enough gar 
hare, but It would have benefited fror 
a higher difficulty level and either 
save game option or a password entf 
systems repeatedly playing through 
the earlier screens does prove tlr 
some after a while. 
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NOW TAKEN ACCESS & VISA 



CASTLE HOUSE 
11 NEWCASTLE STREET 

BURSLEM 

STOKE-ON-TRENT 

TEL: 0782 575043 

(10 LINES) 
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ATARI ST SPECIAL OFFERS 

Captain Btuod 15.95 

Bards-Talc 15.95 

Degasfelite ,.„.....„„.., > 16.95 

Power^rAme ,. ,„.. 15,95 

Skate or Die „ ., 15,95 

Ferrari Form uta I 15.95 

Etottle Chess,, 15.95 

Necromancer 15.95 

Sinbad & Throne? 16-95 

Beyond Zork , ,,,....9,95 

Tetris .7.95 

5pitfirc40 « 8.95 

SoiuiuansKey ..4,95 

CrajyCani 6.95 

Motorbike Mad ness...... 9.99 

Bala nee of rower 11,99 

Fed eration of Free TradeTS ............. 1 9,99 

Elite , 14.99 

Wanderer.., .... 3.99 

Sundog ..7.95 

Stockmarket 7.99 

Leather Goddess..... .... 9.99 

Hitch Hikers Guide 9.99 

Plundered Hearts ....... 7-99 

StationfaD ... ,,9.99 

Lurking Horror ... ... ,,,.V.99 

thllvhuu 7.99 

Hollywood Hijinks 7.99 

Suspect. ...... 7.99 

AMIGA SPECIAL OFFPRS 
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ATARI ST SPECIAL Ul FLRS 

WhMkjg 12.95 

Operation Wolf 12.95 

Bombjack 1195 

Zynaps 13.95 

Quadralien 12.95 

Night Raider .,,.13,95 

DarkCastle , 9.95 

Strike Force Hairier 9.95 

D. Thompsons Ofym pic Challenge . . 0, 50 

Rmpire 16.95 

Empire Strikes Back 12,95 

VVherre Time Stood Still 12.95 

Stargliderll 15.95 

Army Moves. , 12.95 

Driller ..15.95 

Alien Syndrome 12.95 

Space Harrier 13-95 

Virus 1195 

Arkanoid2. 12.95 

Pandora..... 12.95 

SuperHangOn .. 12.95 

Mickev Mouse 13.95 

|rt{SuW0gfc) .. 26.95 

FcrneinderMustnWe^ 16.95 



ATAKi ST SPECIAL OFFERS 

Superstar Ion Hockey 15.95 

Siellar Crusade 25.95 

Speedbail 15.95 

Bomboozal. 12.95 

Championship Cricket .. B 9.95 

Skychase , 13.95 

Barbari&n II „ 10.50 

Platoon 12.95 

Outrun , . 13,95 

ST Adventure Creator..... 26.95 

ArtitirialDreams „,,, 9,95 



MERCENARY COMPENDIUM 
SPECIALPR1CL £12,75 



Sidewinder.......... ...........6.95 

Carrier Command ,,..., 15.95 

Dungeon Master . 15.95 

Gauntlet2 1395 

Footbali Manager 11 r 12.95 

legend of the Sword......... 15.95 



ADVANCED D.M>: 

Heroes of the Lance ►++< <<.,.> ><+*....> 17,95 

Pools of Radiance ... . 17.95 



AMIGA SPECIAL OFFERS 

Katakis Z37~3I 15.95 

Starglidcrll .....„., 15.95 

Whirligig ^ *..-.... 12.95 

Virus....:...,, . .... 12.95 

Legend of the Sword 15.95 

1'i'mandez Must Die ...... B , ... 15.95 

Mercenary Compendium r 12.95 

Stargoose... ... 12.95 

•WW*************** 

* OUR CHOICE * 

Z STAR RAY RRP £24.95 J 

£ OUR PRICE £14^35 5 

#*##*#*■*•****#**** 

Carrier Command ,,, 16.95 

I'mverdromc 16.95 

Skate or Die „ 15.95 

I'M u ii Photo Lab 44.95 

Necromancer.............. 16.95 

Battle Chess.... 16,95 

Army Moves. . 15.95 

UMS 15.95 

Uveriander F11 15.95 

interceptor 16.95 

Kii^hvlr.iL'n ■... 1(1.95 

1943*. , 17,95 

Dark Castle. .,9.95 

Strike Forte Harrier .....9.95 

Mortevi lie Manor 15,95 

Quadralien..... 11.95 

World Tout Golf 15.50 

HUkLarnp...... , 12,50 



ST 5 STAR 




ALL 5 GAMES 

£15.95 



ATARI ST SPECIAL OFFERS 

Infidel ... 7.99 

Spellbreaker 7.99 

Starcross..., 7.99 

Sea stalker 7.99 

Nond and Bert 7.99 

Musir Studio 9.99 

Kebulus 14.50 

Out Run 12.99 

Operation Wolf ..„.. ,.... 12.99 

TQ CLEAR rrp p °k" 

Shanghai ..24,95 5.95 

Thai Boxing ,.....,, 14.94 4.95 

Mindshadow.. .. 24.95 5.95 

Haeker..... ...24.95 5.95 

Hacker II , 24.95 5.95 

TauCetL 19.95 3.95 

Academy 19.95 3.95 

Trauma ..„ 14.94 4.95 

ThcGambler 19.95 5.95 

Borrowed Time P 24.95 5.95 

American Pool 19.95 6.95 

Hollywood Poker 14.95 5.95 

Skyfcider .........19.95 5.95 

Swapper 14.95 3.95 

SpaeePitot 14.95 4 4p 

Snuffleboard 14.95 4.95 

Trash Heap ..19.95 4.95 

L'Affaire , 24.95 5.95 

AMIGA SPLCLAL OFFERS 



AMIGA SPECIAL OFFERS 

Carrier Command ......... 14.99 

I'.k mania 14,99 

Fusion..,.. , 16.99 

Verminator....... .,,,......,. 15.50 

Overlander 15.50 

Prisoner of War , 19.99 

Spidertronic 12=99 

Action Service .,,.....,.,. 12.99 

Space Harrier II 16.99 

Elite 1599 

Vcctorball M ,, , ..9,99 

Maeadem Bumper 12.99 

Hostages... 16.50 

Navcomfi. 16.99 

Weird Dreams . , 16,99 

CD Music..,.. 10.50 

N'orth and South... „ rrr , 15.99 

Wizards Castle,... 13.99 

Lombard Rally Simulator 13.50 

Lordid the Rising Stun 21,99 

International Karate 14.99 

RoboCop......; 16.99 

DrarronNiiija,... — 16.99 

Wee Le Mans 16.99 

Kambolll , 16.9^~ 

Menare..... 12.99 

Maniax 12.99 

Netherworld , 14.99 

Nebulus .„.,, ...,„ 14.99 

DmmStudio.. 12.99 



ARCADE CLASSICS 



g SlVQUPER^g 3_ BOUNCERS 
ALL 3 GAMES £9 95 



Pandora ,......., 12.95 

Thundencats 15 95 

Buj^Boy .15.95 

Space Harrier F111 15.95 

Fantavision ... 24.95 

Getysbur^ .. 18.95 

Garrison il I5.UU 

Xenon 12.50 

Sidewinder.. , 6.95 

Beyond Zork. 1.5.95 

STOP PRESS!"!!!? 




FOR ST OR AMIGA 

IP Lease state machine) 

LITTLE COMPUTER PEOPLE 

BRATACUS 

DEEP SPACE 

HACKER II 

ALL 4 GAMES ONLY £14. 95 

Ask for CnnipuLtr Hiis 



TO CLEAR RR r phicf 

K.L.F..,., ....19.95 7.95 

Winter Olympiad. 19.95 7.95 

SecondiOut ...„ 19.95 7.95 

Starways ......19.95 5.95 

Rocky ..19.95 7.95 

Division 1 (Football) 14.95 6.95 

Hollywood Poker....... 14.95 6.95 

BallKaider 14.94 4.95 

Diablo ....14.95 3.95 

Alien Strike 19.95 4.95 

Quasimodo 14.95 3.95 

BJjck Shadow 19.95 3.95 

Hacker 24.95 6.9S 

MuL-kL-rlt 24.95 6.95 

Mindshadow ....24.95 6.95 

Olhello ...1495 4.95 

Bureauerativ 34.95 12.95 

L.GoddessbfP , 24.95 12.95 

Holly wood Hi jinx 24.95 12.95 

Witness. 24.95 9.95 

*Suspert 24.95 9.95 

Moon mist .......24.95 9.95 

Western Games 24.95 7.95 

Hardball 24.95 7.95 

isfordandBurt ..24.95 12.95 

Thunderbov 24.95 6.99 

Plundered f'Hearts ...,. 24.95 12.95 

PdcBoy 19.95 3.95 

3 Stooges 29,9517.95 



Any game not released will be sent on the 

day of release. 
These are mail order prices only. 

CASTLE COMPUTERS 

THE COMPETENT MAIL ORDER COMPANY 




The plot to Space Racer Is 
hardly the stuff to inspire 
play... "You, bravest of the 
brave tetcX.. fight to the 
death... zoom around the 
tracks/ anything goes... only one will 
cross the finishing track... alive!" Get 
the picture? 

Now all this, plus the fact that at the 
beginning of each race the little man 
who sits on your jetbike waves at you 
and says 'Hello' In a badly sampled 
rather wimpish voice, did not fill me 
with confidence, How wrong I was. 

Space Race is certainly, for my 
money. Loriciel's finest hour, The 
French software house has often pro- 
duced graphically excellent games but 



So it's another bike game. Or is it? Mix 

Super Hang-On with a bit of Mad Max 

and Death Race 2000 and you've got 

Space Racer from Loriciels. Graham 

Taylor is on the inside track... 



acer 



J 



somehow garneplay has tended to let 
down the proceedings. With Space Rac- 
er they've sot It right. 

Never mind the plot. There are three 





KHHi^iunsmp 



Select a track before you race. You 
can admire the hi-tech tower 
blocks found on Level One, peruse the Bespin- 
like bubble cities adorning the second level or 
be taken aback by the scenic splendour of Level 
Three's fossilised skulls. 

levels, which may be played individual- 
ly for practice or together as a 'Cham* 
plonship\ Through extensive play I 
have to say that the only difference 
between levels seems to be graphics. 
Level Three isn't actually more dirYicult 
than Level One — which is not to say 
that either Is easy... 

^M ^^he starting grid\ There's a three 

^^^ I second countdown before the 

race, which just gives vou enough time to 
check out the other two bikers currently 
flanking you. Keep you finger on that fire 
button r . . you need all the acceleration you 
can get. 



► 
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Imagine Super Hang-On except that 
the "track* you follow is simply a line — 
like- the centre of a roadway. Your 
jet bike has to follow closely and must 
not be either too high or low relative to 
it otherwise you lose speed. This 
sounds bizarre but surprisingly makes 
quite a lot of intuitive sense when you 
are actually playing — you get a feel for 
how to us« relative height as a way of 
slowing on a turn, le: you pull the bike 
down as well as steering. Get your 
bike into the right position, hold down 
the fire button and you absolutely 
bomb around the track, Well, almost... 

There art two major obstacles in 
Space Racer. The first Is the series of 
sign posts, sticks, rods and poles with 
little bits on them that might be trees 
(were this not the futuristic world of 
2132):, The explosions are pretty con- 
vincing as is the dramatic tumble from 
the bike. It's an effect you witness a lot 
to begin with... take the corners and 
hit a passing billboard at a slower 
speed and you get stopped for a couple 
of seconds and your little man shakes 






his fist at the offending articles — a nice 
touch. 

The second obstacle is ail the other 
drivers. This is where the fun and 
Indeed the point of the game beg in s. 
The time you take to complete a track 
isn*t the point — your screen display 
doesn't even give you a timing rating. 
The other btkes are the point — you 
have to get rid of them, by any means 
you can. This is what makes Space 
Racer — the best way of dealing with 
the opposition is to barge tharn on 
corners and push them off the track, 
onto a passing tree. 

The barging back and forth gets 
astounding I y vicious as both you and 
the opposition try to Inflict ever more 
violent shoves on each other without 
losing control. 

There are a couple of other features 
worth mentioning. You can fire at the 
guy in front but you get one bullet 
every several hundred points so it 
doesn't amount to much. Bouncing 
blue balls appear once En a while and 
these boost your energy levels which 
depletes every time you hit something. 
Occasionally frantic bleeping signals a 
less welcome addition to the track — a 
mine — well worth avoiding I'd say* 



As you approach another treacherous hairpin bend, an opponent clips one of the 
signposts and explodes in a ball of flame. Pray you don't go the same way . 4 , 




The graph 
nicely det| 
come to 
French 
houses, 
impressive though, and the 
sample is the throttle up at < 
ning of the race and the I 
track, The rest is that 
noise that passes for engli 
most racing games. Let's 
and call It adequate. The 
other niggles - the cockpl 
odd in what it doesn't tell 
having to press a key to 
much track Is left — whll 
Why couldn't it lust be dlsj 
tinuously? And T despite v 
wouldn't mind having a 
levels, even if It isnt the 
the game. Put all aside 
Racer is a very addictive 
it duesnt just get lost In 
tide of 16-bit software. 
PRICE: 

RELEASE DATE: 
GRAPHICS 
SOUND 
PLAYABILITY 
VALUE 

OVERALL 





The Amiga 

actJy the sai 

version rovi 

though the s 

larly the sampiijH 
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SOUND 
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The Bitmap Brothers have put their 

weird-looking heads together with 

Image Works and come up with a 

sport for the future with a novel twist... 

gratuitous violence. Gary Whitta gives 110 

percent and ends up over the moon* 




One of the first games to 
really cause a stir on the 
16-bft machines was 
Melbourne House's 

Xenon. The program- 
mers, three slightly outlandish lads by 
the name of the Bitmap Brothers 
sprung to fame overnight as the people 
behind one of the best shoot 'em ups of 
last year. Since then p nothing has been 
heard of them, until now. 

SpeedbaLI is a deadly sport which 
takes place in the distant future. The 
rules are simple: two teams of five 
players face each other in the Speed 
Dome, a large metallic Indoor arena 
with a goal zone at each end, and the 
object is to score as many goals as 
possible by throwing the ball, a heavy 
steel sphere about the size of a large 
grapefruit, into the opposing team's 
goal zone, 

At the outset of the game + a menu 
screen is displayed, featuring a variety 





"he PC version, If Red's guile 
doesn't pull his finger out pretty 
sharpish, the Green striker is going to knock the 
ball in, no trouble h and pull the score back to 3- 1 . 







l ne of Red's strikers leaps desper- 
ately to pluck the high-flying ball 
out of the air p but he*s mistimed the Jump and 
the ball has flown straight past as a result. 
Butterfingersi 
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The Amiga version: note the more 
detailed pitch markings. It also 
features enhanced music and sampled crowd 
cheers when a goal is scored I 
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■he mechanical ball launcher that spit* out the ball at the start of play. 
Shades of Xenon here as the doorway in the floor opens up before the 
launcher rises up out of the floor, throws out the ball and sinks hack silently, doors 
closing behind it, The sequence features lovely animation on the gears and pistons 
underneath. 
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lould this motley 
(trio be the Bitmap 
Brothers? Well p close but not ex* 
actly. They are in fact the cap- 
tains of the three teams you can 
choose to represent. Take a good 
long look at those statistics.,, they 
could mean the difference be- 
tween victory and defeat. 



of game options. There are two types 
of one player game against droid oppo- 
nents, plus a two plmyer head to head 
face-off. An option to toad and save 
games Is also included. If a two player 
tournament is selected, the number of 
weeks over which it will be played — 
from 1 to a t OO — is also chosen. I n the 
final pre-rnatch screen, the human con- 
testaots choose the teams that they 
wish to represent from a group of 
three. When this is done* the game 
proper can begin. 

Thfc Speed Dome is rectangular in 
shape and about three C scrolling) 
screens long. The teams are split into 
three areas: two attacking, two de- 
fending and one goalie- When the game 
begins, the four attacking players 'face 
off in the centre of the arena as a 
mechanical ball launcher rises out of a 
hatchway and shoots the ball In a 
random direction. To gain possession 
of the ball* the player has only to run 
over it (only one on-screen player can 
be controlled at a time}. An arrow 



flashes to indicate who has the ball, 
and he can then be moved exactly as 
before. Tapping the fire button causes 
your player to throw the ball t while 
pressing and holding It results in a high 
lob (useful for getting the ball past 
defenders). Since the goal zone Is a thin 
slot about five feet high, lobbing the 
ball in its general direction won't result 
In a goal; the ball wi 11 simply bounce off 



POWER -UP! 

The random lettered tokens that 
appear on the floor can be amazingly 
useful if Implemented correctly. Here's 
a brief run-down of what they do,, + 
D Decreases your opponent's stamina. 
Increases your own stamina. 
Protects you from being tackled. 
Gives you the ball automatically* 
Reverses the joystick controls for 
ten seconds* 
Launches an eight- way mine, nob- 
bling players who get in the way, 
Similar to *M r but only fires one 
mine. 

Freezes your opponent's players for 
ten seconds, 
Slow down your opponent's players. 
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the walL Only waist high shots, execu- 
ted by a quick jab of the fire button will 
result in an on -target shot- 

So far you may have been led to 
believe that Speed ball isn't a danger- 
ous sport at all, but you'd be gravely 
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mistaken, Fouling features prominent- 
ly in the game, and is an essential 
tactic. There two basic methods. Hit- 
ting the fire button 
while running laun- 
ches your player Into 
a violent sliding tackle 
that should release 
the ball. Far more ex- 
perienced pugilists 
and two opposing players meeting 
normally results in a heated fist fight* 
Again the fire button causes your play- 
er to Sand a doughboy onto the face of 
his opponent One punch is enough to 
put a player out of action for a few 
seconds (remember, part of a Speed- 
bailer's armour consists of a deadly 
spiked metal gauntlet!). 

In addition to the dirty game tactics, 
the opportunity to nobble your oppo- 
nents even further is provided by the 
novel 'power-up' weapons system. 
From time to time, floor tiles in the 
arena release round spinning tokens- 
Collect these, and they can be traded In 
at the intervals for extra features and 
advantages in the next game. 



^r^^^^^^^f Speed ball represents 

|L ^B sports simulations on 

r M the ST. Although its 

■^fl not strictly a simulation 

(simply betauH the sport doesn't ex- 
ist) It's quite a lot like a futuristic 
interpretation of basketball, arid, It 
actually *feel&' realistic The graphics 
help to convey the futuristic atmos- 
phere, and the bas-relief graphics 
ranks as some of the best to date* even 
surpassing Xenon, The sound is of a 
similarly high qualHiy and includes a 
variety of wonderfully metallic in -game 
effects and several pieces of music- 
Speed ball is incredible fun. Never in the 
field of games reviewing has such an 
excellent game been played by so 
many for so long. It's one of the mast 
enjoyable games to appear on the ST in 
a very long time, and as such It should 
feature highly on your shopping list. A 

must buy. 



PRICE 
RELEASE DATE 

GRAPHICS 
SOUND 
PLAYABILITY 
VALUE 



£19.99 
Out Now 
©7% 
84% 
94% 
87* 



OVERALL 90% 
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O The re are a few graphic 
improvements, such 11 
markings on the pitch, 
and the music's clearer. 
Accompanying the ac- 
tion are some superb sampled clinks 
and clangs as the ball is thrown 
around, plus cheers and even a car horn 
sound at the end of a round! Speedb^ll 
on the Amiga plays identically to the 
brilliant ST version, and comes Just as 
highly recommended. 

PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 



£24.99 

Out Now 
87% 
90% 

94% 



VALUE Q4% 

OVERALL 90% 
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adies and gentlemen, meet the 
>ys behind the brilliance.... 
From teft to right: Stephen Kelly (programme* 
of the ST version), Eric Matthews (the Bit- 
map's "front m*n\ product designer and occas- 
ional graphics artist) p and Michael Montgomery 
(programmer of the Amiga and PC versions)* 



J^ Hak Not only have the boys 

^M I 1 ^J^ excelled themselves on 

^H Bp they've also delivered 

^F the goods for discern- 

ing PC games players. As you can see. 
Speedball is looking pretty damn fine 3 . 
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The two door-sized holes positioned on opposing walls in the centre of the game zone have 
rather a useful purpose. Throwing the ball into one of them will result in it being shot out of 

the other; at exactly the same angle and speed a* it entered. Extremely useful for getting past 

defenders and passing the ball to players on die other side of the arena. 
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pI Cinemaware presents Rocket Ranger 

Executive Producers Phyllis & Robert Jacob * Produced by John Cutter * Directed by Kellyn Beck 
* mputography by Peter Kaminski and Tom McWilliams 
^VVrection by Rob Landeros * Original Score Composed by Bob Lindstrom 



i\ 



iJA/ith the zapping of ray guns and the cries of Zombie Women Rocket Ranger brings 
t back all the action, romance, thrills and spills of the Saturday morning serial! 

Yes Rocket Ranger has arrived at last. 

Now avai la ble for the Amiga £24. 99. Coming soon for the Atari ST £24. 99/ 






Headway House, 66-73 Shoe Lane, London EC4P4AB Tel: 01 -377464; 
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Too early to think 
about Christmas? Not 
when it comes to the 
Atari User Show. 

For this is the festive 
event t hat has it alt: 

LOADSA exhibitors 

{around 70) 

LOADSA hardware 

LOADSA software 

LOADSA new products 

LOADSA games 

LOADSA happenings 

LOADSA technical advice 

...and most important of all 
for you, the visitor — 

LOADSA bargains! 

With hundreds of special 
show offers to choose 
from, here's one place you 
can do your Christmas 
shopping arid end up 
in pocket. 

You can even save £1 a 
head before you get there 
by using this advanced 
ticket form. 

tf you enjoy computing 
with Atari, you'll be thrilled 
with the Atari User Show! 



SHOW HOURS 



FRI-SAT 10am -6pm 
SUN 10am -4pm 
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Bring this coupon to the Show 
to get £1 per person off the 
norma/ admission price of 
£5 (adults), £3 50 (children) 
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p LI D I C T U j i Q Friday, November 25, Warn Spm 

^:^\_r§--^.'\\ k I / Saturday, November 26, Warn Spm 
^jirif^J^MI/ Sunday. November 27, Warn 4pm 

The West Hall, Alexandra Palace, 
Alexandra Park, Wood Green, London N22 

Valid for up to four people 



DATABASE EXHIBITIONS oezs 878888 
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No matter which Atari 
machine you use from the 
8-bit through to the mega 
ST you'll find just what you 
are looking for. And even 
some exciting things you 
didn't know existed! 

For all the leading 
companies in the Atari 
market will be out in force 
to demonstrate their 
latest developments. 

Traditionally the liveliest 
Atari event of the year, this 

pre-Christmas show is 
shaping up to be the most 
entertaining of them all. 

D on 7 miss it — and 
make sure YOU enjoy a 
Merry Christmas! 



How To Get There 



Alexandra Palace is so 
easy to get to by car, rail, 
underground or bus. It has 
its own British Rail station, 
just nine minutes away 
from King's Cross, and 
there's a free bus service 
shuttling between the 
station and show every 
10 minutes. 

If you're travelling by 
road, the show is only 15 
minutes away from 
Junction 25 on the M25< 
Car parking is free 



Does anyone remember 
an (ahem) 9-bit game re- 
leased, ohu ail of five 
years ago by Activision- 
A sports simulation 
which required you to wiggle Cor "wag- 
gle") the joystick as quickly as possi- 
ble, thus causing your binary alter-ego 
to run. throw or jump as fast or as far 
as possible. Many games of a similar 
Ilk followed, but none managed to 
capture Decathlons feel - including 
Ocean's first Daley Thompson tae-ln. 

It must be said that there's nothing 
particularly subtle or innovative about 
this type of simulation — it's more 
often than not the player with the 
most beef being the best. Where joys- 
tick waggling games succeed as simu- 
lations however, is by virtue of the fact 
that with all these frantic arm move- 
ments, you sweat and ache — a lot. just 
as if you really are running a cardiac 
arrest Inducing 1500m. 

There haven't been 
too many games 
of this type 
released on 
the 16-bit 




diev 



DALEY REACHES 
THE PITS ! 



p 



DALEY OFF TO 
FLYING START ! 



D 
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arling Daley Thompson was 

hotly tipped to become the 

^^^^H first man ever to win three Olympic 

Gold Medals in succession by coming tops in 

the Decathlon at this year's controversial 

Olympic Games In Seoul- But he failed —.by a 

meagre 20 points! Gary Penn attempts to 

make amends by waggling away with 

Ocean's officially endorsed sports 

simulation.*. 

machines. Whether you see this as 
fortunate or not depends on your de- 
sire to gratuitously exert yourslelf In 
this fashion. 

Daley Thompsons Olympic Chal- 
lenge is split into two sections — train- 
ing and the decathlon itself, and digi- 
tised images o£ Daley feature heavily 
throughout. The objective is very 
straightforward: accumulate as many 
points as possible in each of the ten 
joy stick -waggling events and attempt 
to knock the world record into a cock- 
ed hat. Ocean have taken a leaf or ten 
out of Daley's book where points are 

yrfipi 
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ong spikes aid the digitised Daley's 
»rforrriance in the shot put. Tiny ath« 
fetes train in the background, oblivious to the tightly 
coiled spring about to explode at the top of the 
screen. Speedy waggling and good timing should 
result In a lengthy 45 degree throw and plenty of 
points. 
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efore you can compete in an 
event you have to select suitable 
Adidas footwear. Choosing the wrong shoes 
can severely affect your performance - for 
example, not wearing the running shoes for 
the I Mm makes the going like wading through 
treacle.,, 
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■he 400m and 1 500m are all depicted as 
below, and both require plenty of wag- 
gling and little mhm. Thankfully you don't have to 
waggle like mad alt the way through the 1500m - 
slower movements suffice once your power is built 
up. lt N s the AMm which is the arm killer, so It's 
steroids... erm, Lucozade at the ready... 



■he fourth event In Daley's gruell- 
ing schedule it the high jump. It's 
one of the most difficult events, and the 
instructions don't help, to here's a tip: tap the 
fire button when Daley reaches the centre of 
the bar, then press It again when he*s at the top 
to sail over, Oh and use flat shoes, 



Waggle for all your worth on the run-up for the Long Jump, then hit the button before 
you cross the board to send a digitised Daley (left) tailing through the air. Cute 
atmospheric touches include a cameraman beside the pit who follows Daley's movements with his 
camera, athletes running past 8 and a guy to rake the sand after a jump. 
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"he training session takes place in (He gymnasium, and comprises two types of 
adrenalin pumping, Both exercises involve, surprise surprise, plenty of waggling as 
you attempt to fall a bottle of Lucozade by performing sufficient lifts. Fill a bottle and youVe 
awarded a can of Lucoxade. which can then be used to boost Daley's energy before an event and 
make, the process of waggling a little less demanding, 

concerned, and all scoring is based on 
the Veal thing". 

Apart from the software the pack- 
age contains a wall chart <which inclu 
des a history of the Decathlon, facts 
and figures about Daley Thompson — 
did you know he was married with one 
daughter? — and his personal bests) 
plus an audio cassette featuring a 
remix of the title tune, produced by 
Ocean's in-house musician Jonathan 
Dunn, 
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rf^katey pounds down the cinder track in IWm. The level of Lutozade in the bottle to 
Lottie right of the track screen represents your speed of waggle - and as you can see, 



Daley's not doing too well. 
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Maybe 1 expected too 
much but this all comes 
as a bit of a disappoint- 
ment. It's a shame that 
all events rely so much 
on how quickly you can wiggle the 
joystick from side to side, so Invariably 
there's very little skill involved. That 
said, timing is- of the essence in some 
events when pressing or releasing the 
fire button to perform a throw or jump 
— the high jump in particular. Ocean 
should have gone for a more subtle 
approach, like the gameplay featured 
in E pyx's Winter Games and World 
Games which works so well and Is far 
Less strenuous. The biggest fault in 
Daley's Challenge Is the fact that you 
have to play through events sequen- 
tially with no opportunity to practice 
some of the later events. So if you get 
stuck* say t with the high Jump and 
can't seem to get over the bar, or you 
performance in the lOOrn is SO poor 
that you don't score any points, you 
can't see or play the rest of the events. 
This also means that it's harder to 
become proficient at later events. The 
graphics aren't too bad on the whole, 
and although some of Daley's images 
look very fuzzy around the edges, most 
of the animation sequences work well. 
The smaller representations look quite 
crude in comparison though, Sound is 
used surprisingly sparingly, with only a 
few, adequate sampled effects, some 
simplistic jingles and a reasonable title 
tune. When it boils down to It. Daley Is 
a fairly tired old concept dressed up in 
new sportswear. But it's still quite a 
playable concept, and as such it's 
worth a look. 

PRICE: £2^ + 95 

RELEASE DATE: Out Now 

GRAPHICS 77% 

SOUND 56% 

PLAY ABILITY 76% 

VALUE 61% 

OVERALL 70% 



mDue to be released 
shortly after the Amiga 
version. ST Daley 
should be very, vary 
Similar cosmetically, 

and identical as far as game pi ay Is 
concerned. There's an update in the 
next 
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NEW SHOP!! 
CHARLES STREET 

LEICESTER 
OPENING SOON!! 
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ALIEN SYNDROME 


1195 


ACE II 


13*5 


ACTION SERVICE 


ll *b 


ARKANOOH 


12*5 


BARBARIAN II 


H*5 


BETTER DEAD THAN ALIGN 


11*5 


BU BALE BOBBLE 


H*5 


BOMfijACK 


11*5 


BUGGYBOY 


I29S 


COMSAT SCHOOL 


I2 9S 


CRASH GARRET 


11*5 


DALEY THOMPSONS 


12.95 


EMFIRf STRIKES BACK 


1 MS 


ELIMINATOR 


lifi 


ELITE 


12.95 


FOOTBALL M AN AGEft ll 


12.95 


GRYZOA 


12.95 


GOLDRUNNERII 


12.95 


HOSTAGE 


U9S 


IK + 


1195 


INTERNATIONAL SOCCER 


I2 9S 


LEATHERNECKS 


12.95 


LIVING DAYLIGHTS 


1195 


MACH3 


ILW 


I9BGOTCAMP 


13*5 


Off RATION WOLF 


11+5 


OIQS 


I2.+5 


OvERlANDER 


11+5 


PLATOON 


11+5 


PREDATOR 


11+5 


OUADftALIEN 


11+5 


SCRABBLE DELUXE 


1195 


&UPER HANG-ON 


I3H 


SPACE HARRIER 


12.95 


SUMMER OLYMPIAD 


I2.?5 


THUNDrRCATS 


12.95 


TIME AND MAJIC 


I2JS 


TRIVIAL PURSUIT 


12.95 


VIRUS 


12.95 


WHf Rf TIME STOOD STILL 


1295 


WHlRI Knit, 


12.95 


XENON 


12.95 


{ARMY MOVES) 


12.95 


{5KYCHASE} 


11*5 


(GARFIELD) 


11+5 


BlONIC COMMANDOS 


14+5 


GAME5-WIMTFR EDITION 


1495 


GAUNTLET II 


14.95 


GARRY LINEKERSSUPfRSKlLLS 


14.95 


GREAT Gl AN A SISTERS 


14.95 


LEADtRflOARD BIRDIE 


14.95 


MICKEY MOUSE 


I49S 


NlOlT RAIDER 


H.9S 


1*43 


H95 


OUTRUN 


14+S 


ROAQ&LASTER5 


14.95 


Mkll r FIGHTER 


H95 


ZYNAPS 


I4JS 


captain blood 


is*s 


CARRIER COMMAND 


isjs 


CORRUPTION 


15*5 


DRILLER 


15*5 


DUNGEON MASTER 


15+5 


FISH 


15*5 


FERN AND! £ MUST DIE 


1515 


LEGEND Q+ THE SWORD 


llftS 


PROJECT STf ALTH FIGHTER 


15 95 


SHADOWGATE 


I5.9S 


STSSTAR 


IS.9S 


STARRAY 


15 95 


STARGUDERU 


1595 


UNINVITED 


ifS 


ums 


15.95 


VERMINATOR 


15.95 


BARDS TALE 


17.95 


HEROES OF THE LANCE (DAD) 


17.95 


POOLS OF RADiANCMDAD) 


17.95 


ROCKET RANGER 


19.95 



HARDWARE 

# 

ATARJ 520STFM 279.95 

ATARI 520 SUPER PACK 
INC 2 1 GAMES- J ^ 

BUSINESS ORGANISER 
DATABASE/SPREADSHEET 
WORDPROCESSOR/DIARY 36995 

ATARII040STFM 459.95 

ATARI SMMS04 

DOT MATRIX PRINTER 179.95 

ATARI SCI 224 MED RES 
COLOUR MONITOR 369.95 

BUY YOUR COMPUTER 
WITH A MONITOR AND 
SAVE £ 1 00.00 
CUMANAIMEGDRIVE 
ST 99.95 

AMIGA 500 369,95 

AMIGA 500 -1084 

COLOUR MONITOR 599.95 

PACK INC- 

1084 COLOUR MONITOR 
CITIZEN 1 20D PRINTER 
THE WORKS- 
DATABASE 
SPREADSHEET 
WORLDPROCESSOR 

+ PC EMULATOR 769,95 

1 084 COLOUR MONITOR 329.95 

CITIZEN t20D PRINTER 229 95 

CUMANAIMEGDRIVE 
AMIGA 99.95 

AMIGA MEMORY EXPANSION 
TO I MEG + CLOCK CARD 1 19 95 

10 JV& INCH BLANK 
DISCS 9,95 



AMIGA 



ALIENSTNDftOrl 

BARBADIAN II 

BETTER PFAIi r 1 1 AM ALIEN 

BUBBLE BOBBLE 

CRASH GARRET 

EMPIRE STRIKES BACK 

ELITE 

FOOTBALL MANAGER II 

INTERN ATUON AL 5QCCIR 

LEATHERNECK 

LIVING DAYLIGHTS 

MACHJ 

1 9 BOOT CAMP 

PQWERPLAY 

PETER BE ARDSLEY 

RETURN TO GENESIS 

SENINAL 

SKY CHASE 

SUMMfROltrnPIAD 

TIME ANO MAGIK 

VERMINATOR 

VIRUS 

WHIRLIGIG 

XENON 

ARMY moves 

BQMBJACK 

BIRDIE LEADERBOAftD 

COMBAT SCHOOL 

CARWERCOMMAND 
CORRUPTION 

DALEY THOMPSONS 

DUNGEON MASTER 

ECO 

ELIMINATOR 

FI5H 

FERNANDEZ M LET DiF 

FIRE AND fORGET 

GOLDRUNNERIORH 

HUNT FOR THE RED OCTOBER 

IKARJ WARRIORS 

LEGEND Of THE SWORD 

MINDHGHTER 

O&LITERATOft 

CUV I RLANDER 

PLATOON 

QUADRALIEN 

SARGONIII 

SHADOWGATE 

SPACE HARRIiR 

STRIKE FORCE HARRIER 

STARRAY 

STARGLIDERU 

THUNDERCATS 

UMS 

WIZZBALL 

WHERE TIME STOOD STUL 

BlONIC COMMANDOS 

BAlRDSTALElGRH 

GREAT Gl AN A SISTERS 

FERRARI FORMULA I 

IMPOSSIBLE MISSION II 

INTERCEPTOR 

|INXTER 

NIGHT RAIDER 

1943 

ROAD BLASTERS 

STREET FIGHTER 

TEST DRIVE 

WIZARD WARZ 

ROCKET RANGER 
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17.95 
12 95 
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12.95 
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1*95 
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12.95 
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15 95 
IS 95 
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1 5 95 
15 M 

15.95 
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1*95 
IS9S 
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\7M 
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Goggle-eyed Chris Jenkins tries to 
ignore the naughty box artwork for 
Dinarnic's Game Over II and concen- 
trate instead on the software within — only to 
find that it's hardly the stuff to keep you 
glued to your joystick. 



4^ 



You may or may not re- 
member, but the original 
Game Over (which never 
appeared on 16-bit) was 
cine of the first titles 
where its artwork aroused more In- 
terest than the game itself. Its 
scantily-clad space princess crops up in 
an even more pneumatic form on the 
packaging of the sequel — and on the 
colour poster included with the pack- 
age. This despite the fact that she 
doesn't even play a part in this game. 
But if you can tear your eyes away 
from the box p you'll soon realise as I 



did that the software Itself is nothing 
to get excited about. 

The plot is run-of-the-mill arcade- 
adventure fare, You play steel -jawed 
hero Major Locke, who must rescue 
Arkos t hero of the previous game, who 
has been imprisoned hy the forces of 
the evil Queen G rem la on the prison 
planet of Phantis* This task comes in 
two parts, and to load the second, you 
have to get an entry code by complet- 
ing the first section. 

Part One ts split Into four sections, 
the first of which is a space shoot 'em 
up with a basic lack of imagination and 





,nce you've got through the four levels of the first section, it's time to explore the 
'cavernous confines of the alien stronghold - a simplistic flick screen arcade adventure. 



ambition. The main playing area is 
lamentably small, and as you proceed 
from left to right your spacefighter is 
attacked by an unimpressive selection 
of enemy ships. The second phase sees 
you speeding over an unimpressive, 
monochromatic landscape, shooting 
more alien craft and things get more 
difficult as the volcanic landscape be- 
neath you begins to erupt, Gas bubbles 
and giant snakes abound in the caver- 
nous confines of the third stage, which 
can get impossibly difficult at times. 

Assuming that you can fight your 
way through the first three phases, 
you land on the planet and mount an 
ostrich-like A dree (which ressembles a 
Taun Taun from The Empire Strikes 



■^k n trolling the mar- 

^^^ sh lands of the 

alien planet on the back of your 
iruity (and rather odd- looking) 
mount. Bizarre creatures 
abound and have to be killed 
before they kill you. 




egotiate the 

caverns below 
the planet's sur- 
face, shooting wisps > alien craft 
and snakes. Not only does it 
look and sound dreary t it plays 
like a brick. 



Lteper into the second load you 
'encounter all manner of odd 
hazards, such as sea monsters which are 
almost impossible to avoid or shoot, and the 
lava pits, seen here. The heart in the centre 
provides extra energy. 




Back). This is a bit more entertaining, 
as you gallop across the swamp, fight- 
ing off guards mounted on giant toads 
and flying lizards. 

Complete this section and youYe 
given the access code for Level Two. 
Re -boot and enter it to embark on a 
journey through the six levels of a 
labyrinthine alien complex. The first 
section isn*t much fun since you can't 
shoot the aliens; instead you have to 
guide a bouncing blob Into them or 
avoid them until you find the entrance 
to the caverns. 

Once inside, you soon find a Laser 
weapon, and later on its booster pack. 
Some of the alien guards shoot at you. 
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but most just float along hoping you*ll 
bump into them* so it's blast and plod 
all the way as you make your way 
through the caverns. There are still 
problems though; you can't walk and 
shoot at the same time T although you 
can shoot while you're flying. 

You have five lives in this section, 
and can recharge your energy by find- 
ing pulsating hearts. Some of the back- 
ground scenery ts nice, but the usual 
business of finding access keys and 
mapping the maze doesn't generate 
much excitement. On later Levels you 
encounter sea -monsters, a <very 
short) helicopter journey through vol- 
canic caves, and finally hordes of devils 
guarding the prison. But I doubt if 
you'll be ri vetted enough to want to 
play this far. 



mlt's not really true to 
say that Game Over II 
is a disappointment, be- 
cause I didn't really ex- 
pect much from it. It 
seems a pity though, that time and 
effort should go Into producing a game 
which makes little or no real use of the 
ST's advanced abilities. The graphic 
design is crude, while the music and 
snatches of speech are simply unre- 
markable. Games like Carrier Com- 
mand, Starglider 2 and Mirror soft's 
forthcoming Interphase, with solid 3D 
graphics, fast animation and complex 
gameplay, are becoming almost the 
norm for 1 t>-bit software. Game Over II 
Is basically an 8-bit game which shows 
its origins only too clearly. 



PRICE: 


£1 9.95 


RELEASE DATE: 


Out Now 


GRAPHICS 


29% 


SOUND 


30% 


PLAYAB1LITY 


35% 


VALUE 


21% 


OVERALL 


33% 




There are no plans for 
an Amiga version, 
which shouldn't cause 

Amgja owners too 
many sleepless nights. 



J/^ |L The PC version is avail- 

^k | J ^^^ abie now, a* the same 
^H ^T price as the ST, Garne- 

tB Bf^ play is identical, though 
^^r both sound J rid cnlaur 

are inferior, as the program does not 
use the EGA card, 
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Edit sprites 

Edit objects 

Edit bachground 

Edit IFF sound 

Edit player umiTQimns 

■Edit attach Uiaues 

Edit leucsls 



Test Game 



Storage 



f Hit SUCH 




Just as there's a backseat driver In all 
of us, we are all programmers at 
heart. We enjoy playing games and 
often think we can produce better, 
but very few of us can be bothered to 
actually apply ourselves and learn the intrica- 
cies of say, 68000 Assembly language. Latent 
talent is out there. Creative gameplay genius 
is screaming to be released. Now's your 
chance to show the world who was right all 
along... Now you can 
sit down and produce 
a sizzling shoot 'em 
up, complete with 
dazzling graphics and 
meaty sampled 

sounds. And all with- 
out the need to type a 
single instruction. Re- 
sident SEUCKer Gary 
Penn puts Outlaw's 
latest through its 

paces... 



t was the ever-fertile minds of 
Chris 'Chrix' Yates and Jonathan 
'Jops' Hare, better known as 
Sensible Software, that con- 
ceived the Shoot 'Em Up Con- 
struction Kit — a menu and icon-driven 
utility, or more accurately, series of 
utilities which allow games players 
with aspirations but no programming 
knowledge to produce their own quali- 
ty shoot 'em ups. 

To all intent and purposes, SEUCK 
started life as Worldmaker, a graphics 
utility used by Jops on the Commodore 
64. After a little cajoling, Chrix was 
persuaded to expand it into something 
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MIRROR SLIDE 



PEN 



DESTINATION 




All sprites, spaceships, aliens, etc, are created on this simplistic but 
comprehensive drawing utility. Eight colours are at your disposal (well, 
seven if you discount the background)! and you can copy, slide and mirror to your 
heart's content 



heart's content. 

onstructic 



1 





r ou can use any D- Paint picture as 
a loading screen for your 5EUCK- 
designed game. Let's use Venus - not a patch 
on the, origins I {groan). 

more,, substantial, and the result was 
an instant success. 

Richard Leinfellner is the man behind 
this Amiga conversion, which — for the 
benefit of anyone remotely familiar 




with the original - closely follows its 8- 
bit parent albeit with some suitable 
modifications and enhancements. The 
sound module for example,, takes 
advantage of the Amiga's 'standard' 
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Collision 
Enemy to ship 



Enemy Die D Yes 



■his is where the background 

scenery I* put together by means 

of building blocks. It's up to you 

to design your blocks efficiently, thus allowing 

you to bolt together as few as possible and yet 

compose a varied backdrop. 

IFF sound format, allowing any IFF 
sample to be used, while D- Paint load- 
ing screens can be bolted on with ease. 
Palace musician Richard Joseph has 
provided over 20 sampled sounds, 
ranging from firing noises and arcade- 
style hums to metallic clanks, snippets 
of speech and beefy explosions, 
Richard has been working for Palace 
for over two years now, and his back- 
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■lie Object Editor is 
where you animate 
your sprites. Up to 13 frames can 
be linked together and animated, 
You can also determine the aliens' 
characteristics, such as fire rate and 
bullet speed, and which sounds will 
be used, 
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ground involves producing music for 
childrens television programmes, 
amongst other things. His first 16-bit 
work for Palace was the superb 
grunts, groans and clangs of Barba- 
rian, and he has recently finished work 
on Barbarian II and now SEUCK. 
Richard Leinfellner is full of nothing but 
praise for his fellow Dick; "He's bril- 
liant. He really does understand 
sound." 

So how do you go about creating a 
game? Let's say you want to produce 
something along the lines of Master- 
tronic's Sidewinder. We need a decent 
spaceship to control with our joystick, 
so putting on our drawing hat we come 
up with a sleek fighting machine which 
we can animate so it tilts when we 
move the joystick left or right. How 
about some aliens? Always handy. We 
can determine where they will appear 
during our game and also how they 
will move — but we ought to have a 
backdrop first, so let's design some 
scenery for a few levels,., 



■he block selection screen p where 
all Che blocks you've Created so 
far are displayed. 

The aliens are effectively bolted on 
to the scene ry> so that when you 
approach a particular spot, the alien 
you slapped down, so to speak, does 
what you told it to do when you put it 
there. When you're ready... in go the 
firing noises* along with the bleeps h 
hums, buzzes and booms, A little fine 
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Jfc badly designed map, courtesy of 



Gary Penn. 



RICHARD LEINFELLNER A POTTED 
HISTORY (CONDENSED) 

/t was electronics whizz Richard Leinfmllner and Pate Stone who started Palace Software 
In January of 1 9&4 r with a tittle help {finance! from Palace Films* Their first release was 
oased on Sam Raiml's controversial 'video nasty' The Evil Dead, ft was pretty poor, but due 
to the subject matter if succeeded in getting Palace noticed. But it wan their second release 
(and Richard's second game) which put them on the map„ r the arcade adventure Cauldron, 

By the time Cauldron It hit the streets a year later in 19BB, Richard tvas acting as more of 
a product manager and less of a programmer, and it wasn't until late last year that he 
formed a freelance programming team with an old friend, who wishes to remain nameless* 
Richard is content to tackle the Amiga, while his partner is the man responsible for 
Barbarian tl on the ST. "What's to come after Amiga Barbarian UP Oh. we've plenty of other 
projects to be getting on wlth t hut i shant say anything about them just yet." 

Thank you Richard. 



tuning perhaps, and,,. And there you 
have it. 

Oh, and don't forget to save your 
progress regularly — we don't want to 
Lose a whole day's work because of 
one silly little lapse in concentration^ 
now do we?... 

The finishing touches are currently 
being put to a couple of demonstration 
games to accompany the package. 
They prove incredibly useful as you are 
given the opportunity to fiddle with 
them and can see exactly how things 
corne together. 



OWhat SEUCK does re- 
markably well is give 
y«?U an insight into how 
much time and effort 
has to go into produc- 
ing a gamp. Gond graphics- — and that's 
not necessarily well drawn graphics — 
take a long time to produce, and 'de- 
bugging' or tweaking is most time 
consuming. I would say you could prob- 
ably wrl+e a ga me of saleable Quality, 
but fit takes time, for much the same 
reasons as programming from scratch 
takes time — you need a guud Idea In 
the first place and NTs not simply a 
matter of slapping bits around willy 
nilly. Obviously graphics and sound 
cant really be rated, and PL AY ABILITY 
in this Instance really refers to EASE 
OF USE. There's no reason why VALUE 
and OVERALL should mean anything 
different, although the former category 
takes POTENTIAL into consideration. 
In conclusion,, it must be said that 
SEUCK is great. It's easy enough to use 
and rather engrossing once you get 
going. Whether you eventually write a 
game or not becomes Immaterial — 
there's plenty of fun to be gleaned from 
being creative instead of destructive, 
and as such it comes highly recom- 
mended. 



PRICE: 


£24.99 


RELEASE DATE: 


Mid- 


November 




GRAPHICS 


N A 


SOUND 


N/A 


PLAYABILITY 


60% 


VALUE 


81% 


OVERALL 


84% 
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An ST version is unlike- 
ly, although the pros- 
pect of a conversion is 
currently being consi* 
dered by Palace, More 



news when we have it, 
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Advertisements are expected to conform to rules and standards laid 
l down by the Advertising Standards Authority. Most do. The few that 
don't we ci like you to write in about. 

And if youd like a copy of these rules for press, poster and cinema 
* advertisements, please send for our booklet. Its free. 
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The Advertising Standards Authority. 

We're here to put it right J 

ASA Ltd., Dept X Brook HouseTorrington Place. London WC IE 7HN. 
This space isdonak'd in the interest of high si a ndards of advertising. 
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INSANITY FIGHT 

Microdeal/Linel 

> Amiga owners currently 
struggling to reach the later 
levels of Microdeal's ageing 
vertically scrolling blaster need 
struggle no longer. The more sup- 
ple among you can move to the 
next level by simply (!) pressing 
the 'L* key, and holding down both 
mouse buttons and the joystick 
fire button —-all at the same time! 
Thanks to Martin Cliff of Oldham. 

PLATOON 

Ocean 

>A quick cheat for the Amiga 
version of this uninspired 
film tie-in... type HAMBUR- 
GER in the high score table to 
activate the cheat mode* then 
start the game and use function 
keys F1 to F4 to load the different 
levels. 



REVENGE 



ARKANOID: 
OF DOH 

Imagine 

rs. As promised last month, 

^^ here's the second part of the 
'"""^ cheat for Peter Johnson's 
quality coin-op conversion... When 
all your Jives are lost and the title 
screen is displayed, hit the CAPS 
LOCK and type MAGENTA. Now 
when you start a new game, press 
+ S T to open up the gates either side 
of the screen so you can progress 
to the next.., But even more useful 
Is this: lose all your lives to return 
to the title screen, hit the CAPS 
LOCK and type in MAGENTA 
again, only this time also type 
DALEY to take you right to the 
last screen. Thank you Peter... 



It's all very well knowing which games are worthy of 
your undivided attention, but there comes a time when 
someone, somewhere needs to know more than just 
how well they play. u How do I get past.,.?" "What do 1 do 
when—?" These are typical pleas for help. Can your conscien- 
ce take any more? If you happen to have stumbled across 
any useful cheat modes, clever tactics or original listings 
which could bring hand relief to frustrated games players, or 
you just happen to be Plain cocky and can provide general 
hints for any game available, why not play the Good 
Samaritan and share your knowledge? Send anything re- 
motely worthwhile to TIPS, The One p Priority Court, 30-32 
Farringdon Lane, LONDON EC1R 3AU, And just to make it 
worth your while there's software up for grabs for the 
sender of the best original tips we print each month. 



HADES NEBULA 

Nexus 

p*. So you're one of the few 
^^^ people who own a copy of 
this old boot, eh? and just 
like Tim Cork of Stevenage, you 
can't seem to survive longer than a 
few seconds? Well here's some 
help. +a When on the high score 
table, type MONITOR, (and this 
includes the fulJ stop in case you 
were wondering). Play again and 
you should find that infinite lives 
are yours for the wasting, Thank 
you Matthew Hayne of Birming- 
ham for that- 

ENPURO RACER 

Electric Dreams 

is. The recent release of the ex - 

^> cellent Super Hang-On 

*^ makes Electric Dreams' 
rather poor conversion of Sega + s 
Enduro Racer look even more piti- 
ful, Quality aside* its reappearance 
on Ocean's compilation means that 
more people will be playing it and 
consequently interested In some 
help. So here you have it p courtesy 
of Jim Swinson of Battersea... Whi- 
le racing, type in CHEAT, Now 
press T* for ^n extra ten seconds 
of racing time or 4 S' for some extra 
speed. Better still, press *P to 
automatically advance to the next 
checkpoint. 



1KAR1 WARRIORS 

Elite 

> Quite why the Japanese 
named the two heroes of 
this neat shoot N em up Paul 
and Vince is anyone's guess. They 
sound more like hairdressers than 
crack commandos*,* C O'Brien of 
Cheshire knows how to beef them 
both up a bit, and here's how: play 
a game and get a score high 
enough to put you into the high 
score table. Enter FREERIDE in- 
stead of your name and press RE- 
TURN. Now when the high score 
table is next displayed it should 
say 1988 FEB where you entered 
FREERIDE. which indicates that 
the cheat mode is active. Start the 
game again and you should find 
yourself invincible^ 

GOLDRUNNER 

Microdeal 

>So it's getting a little long in 
the tooth and you may have 
heard it all before, but there 
are still some people who have 
never seen these cheats before and 
need to be spoon-fed if they want 
to rack up more than a few hun- 
dred points. Press the T key at any 
time to enter the bonus round* or 
better still, press + U' to advance to 
the next level. There, that's better. 




GO GO GO! 

It's a good idea to fami- 
liarise yourself with the 
controls of the Icarus 
hy simply flying around 
for an hour or so, In this 
time you can observe 
the layout of the Soil' 
cian system, the posi- 
tion of the planets and 
moons and the location 
of the more obvious ob- 
jects that are needed, 

When you're ready to 
begin the mission, res- 
tart the game from 
scratch and fly to one of 
the tunnel entrances on 
Apogee (S5-52 or 82- 
34), Follow the accom- 
panying map and head 
for the hangar at 67-30, 
Here, the Apogean tech- 
nicians ask you if you 
want them to build a 



The pleas for help have been flooding in thick and 
fast, which is why this issue of Starglider II gets 
the full treatment, courtesy of Steve Jarratt (with 
help from Steve Williams of Newton Aycliffe in 
County Durham; Christopher Hill of Renfrewshire 
up in Scotland; Richard Symons of Bridgend, Mid 
Glamorgan, and Jim Houston from Bury in Lanes), 



neutron bomb. You 
won't get very far if you 
don't, so answer + Yl 
They then provide an 
interplanetary shop- 
ping list of the items 
required (see panel). 

Many of these objects 
are 5 imply collected 
from sites around the 
system, while some are 
obtained by trading 
with Solid 9 ns at other 
underground depots 

within the system. 
Alternatively, a few 
sorties against pirate 
ships can be extremely 

worthwhile: smaller ob- 




jects such as Castro- 
bars and Vistan wine 
can be collected using 
the tractor beam from 
the floating debris of a 
recently blasted pirate 
vessel. 

Collecting these 

items is relatively sim- 
ple — it's more a matter 
of time than trouble. 



However, constant 

attacks from the 
Eg ran s have to be 
fended off, and the Icar- 
us' shields replenished 
from time to time. The 
easiest way to do the 
latter is to collect aster- 
oids in the tractor beam 
from the asteroid belt 



between Apogee and 
Mill way. However, this 
can be a slow and fiddly 
process; if you are in 
dire need of energy, fly 
along the powerlines 
th<3* are found on most 
of the planets (there's 
one on A pot jet: that 
runs from 54-00 to 54- 
90). If you happen to hit 
one of the pylons and 
the power stops, sim- 
ply fly into space, On 
your return, the pylon 
has been replaced and 
the powerlkne's back up 
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arid running. 

Although the Icarus 
car* be refuelled by sun- 
ski mmlng, this method 
leaves a lot to be de- 



sired: more often than 
not you find the display 
panel dripping down 
the screen, It also takes 
a lot longer than the 
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other meihoda, and 
leaves you under con- 
stant attack from spa- 
ce pirates. 

Volcanoes are simi- 
larly dangerous: If the 
Icarus drops too low\ 
a nee of 
being damaged by one 
of the large molten 



rocks that are con- 
stantly being ejected 
from the volcano's 
mouth. 

Defending you 
from Eg rem attack is 
made easier by having 
Flea dn Flee missiles at 
your disposal These 
are only available from 



Q-BETft 



RLDOS 



the high technical level 
depots on Midway's 
moons (located at 55- 
04 X Four are available 
at a time and are simply 
collected by using the 
tractor beam, 

The Icarus can also be 
repaired by flying to the 
same depot on WacK- 
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funk. Here, the techni- 
cians give the ship a 
once-over in exchange 
tor goods of any de- 
scription. 

The Egrons soon 



start building their de- 
fensive beam weapons 
on the moons of Mid- 
way. To avoid the Icar- 
us being vapourised be- 
fore ojetting anywhere 
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these install at ions have 
to be knocked out with 
Bouncing Bombs. The 
bombs are available 
from the depots on Cas- 
tron {located at 05 00 
and 66-0O). Again, four 
are waiting to be picked 
up, and are simply in- 
stalled In Icarus 1 
weapons bay using the 
tractor beam. 

Obviously, it is diffi- 
cult to knock out all of 
the installations, but as 
loig as there are less 
than seven beam 
weapons active, the 
Icarus Is safe to launch 
its Final assault on the 



Re-fuel the Icarus, re- 
arm with missiles, and 
beam the Neutron 



DEPUT 
,^=> INfcKbV GA1 
K f NIIU1H1 E 



Bomb aboard — this 
should be sitting in the 
Apogean depot waiting 
to be collected. Set a 
course for the yellow 
moon of Q-Beta. When 
the Icarus is near, the 
'moon' disappears to re- 
veal the partially con- 



structed space station 
protected by six senti- 
nels. These must be 
destroyed using the 
Firf jpid Flee Missiles, 
which in turn necessi- 
tates a return trip to 
the moons of Midway 
to stock up- 
Having cleared the 
Egron's last line of de- 
fence, select 'Neutron 
Bombv aim up the 
cross -hairs on the sta* 
tion, and let rip. Mission 
complete. 
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C\?5e of Nuclear Fu&l 



Cr&fe of Castrobara 



Cash &f Vistan Wine 



Lump at Mineral Rozk 








A PROFESSOR HALbEN TAYMAR 
The prof is burning rubber in an Emma-2 hover car 
on the surface of Broadway, His driving is rapid and 
erratic: it may take a while to get the tractor beam 
locked onto hirn. Because the technicians on Apogee 
cannot begin constructing the neutron bomb without 
him, the professor is first on the shopping list, 

CASE OF NUCLEAR FUEL 
Nuclear fuel can be found lying around on Aldos, at 
various locations (eg: 75-09 X The ease should he no 
trouble to find, but if a spare Icarus pilot's couch is at 
hand, it can be exchanged for nuclear fuel on Esprit. 

CRATE OF CA5TROBARS 
Castro bars can be s stol*n' from pirates, or traded for 
a petrified tree on Castron (depot at 66-00). Trees 
are readily available on the surface of Enos. 

Again, found in the cargo hold of pirate vessels, or 
obtained on Castron (depot at 05-00 >, by swapping Lt 
for a bouncing ball. These strange, Amiga-demo 
creatures are found bouncing around on Vista. 

LUMP OF MINERAL ROCK 
Simple: go to Q-Beta — there are plenty just dotted 
around the landscape. In the unlikely event that they 
cannot be discovered T the Soliclans on Apex will 
provide one in exchange for a pyramid. These are -to 
be found on Enos (24-12) and Vista (23-74), 

ASTEROID 
The asteroid belt is to be found situated between the 
orbits of Midway and Apogee (flying through this 
region with the 5tardrive activated is fraught with 
danger: the ship is continually brought to a halt by 
contact with one of the large rocks. To lower the 
chance of collision, keep moving the mouse in a 
circular motion while flying along), 
FLAT DIAMOND 
These are available from the Solid a ns on Questa, as 
long as they have an Egron mechanical whale in 
return. The whales am to be found swimming in the 
upper atmosphere of Midway , travelling between Q- 
Beta and Aldos an also near the planet Castron, 

CLUSTER OF NODULES 
There are plenty of these dotted around the surface 
of Dante. However, they can always be obtained in 
exchange for an Egron mechanical duck from the 
Solicians on Synapse. The ducks are usually to be 
seen whenever space whales are around. 

EGRON MINI ROCKET 
The Egron's disgarded weaponry is to be found at a 
number of locations, such as Castron (87-50), or 
Aldos (22-10). The rocket can always be purchased 
from We St me re, though, for the bargain price of One 
asteroid. 
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STARQUAKE 

Mandarin 

^^ So you've just bought an ST 
^> complete with a free copy of 
*^ Starquake Camongst other 
things), and you can't seem to get 
very far, eh? To help you get about 
a bit, here's a complete list of 
teleport codes, courtesy Of a John 
Smart from Lewisham in Kent... 



FL1ED 

CH1NG 

DAVRO 

SOLUN 

TABET 

LUANG 

TSOIN 

KALED 



ROKEA 

HINDI 

SOCHI 

NICHA 

BORNO 

CWORE 

KWANG 

ADKEA 
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Firebird 



n. Steve Bak and Pete Lyon's 

T^ unimpressive horizontally 
^"^ scrolling shoot 'em up seems 
to have been causing some grief of 
late, so a cheat is hereby provided 
to make life bearable once again. 
When on the title screen, type 
WASP.ASM to activate the cheat 
mode* then press the F5 key for 
invincibility- Thanks once again go 
to Robert Jackson. 

CARRIER COMMAND 
Rainbird 

>Mr O'Brien of Cheshire also 
has a choice cheat mode for 
Realtime's Number One suc- 
cess... Commence play as usual 
then pause the game with the 
mouse button (this is important >> 
Type in GROW OLD ALONG WITH 
ME Cand that's including all the 
spaces) and press the 'H- T key on 
the numeric keypad, You should 
now find that all your Manta and 
Walrus craft are completely 
shielded from enemy attack. Sadly; 
this cheat doesn't protect your car- 
rier. Oh, and should you tire of 
being considerably hardier; press 
the *— key to disable the cheat 
mode. 



EMPIRE STRIKES BACK 

Domark 

>This cheat only works for 
the very playable ST conver- 
sion of this classic Atari 
coin-op. Anyone with anything for 
the Amiga?**. Wait until the credits 
screen appears in the attract sequ- 
ence, then hold down the TAB key 
and type in VEKTORGRAFIX. Now 
you can press L f C or D for pictures 
of Luke p C-3PO and Darfch Vader. 
Crikey, what a cheat. Actually* the 
best bit Is that you should now be 
invincible... Thank you Steve 
James of Tividale in Birmingham- 

LEATHERNECK 

Microdeal 

> Steve Bak seems to slip a 
cheat mode into everything 
he writes, and this playable 
Ikari Warriors-inspired romp is no 
exception, When the mission 
starts, type CUTHBERTNECK and 
then press the F3 key. Lo and 
behold, you are now completely 
immune to the enemy's machine 
gun fire and grenades. Mind you, 
it's worth bearing in mind that you 
can still be killed by bullets or 
grenades unleashed by any col- 
leagues in play*»« 



ROLLING THUNDER 

US Gold 

> Granted, the original coin-op 
wasn*t up to much, and the 
ST and Amiga conversions 
are even worse, But what If you 
bought a copy? And worse still, 
you can't get very far... Type J1MB- 
BBY to be blessed with infinite 
energy, then press the T key to 
move to the next level. Thanks to 
Chris Cooper of Newcastle. 



KARATE KID II 

Microdeal 

pH. Should you feel the need to 

J^ progress a levei in this lack- 
*^ lustre licensed combat 
game, just press the *P* key. Robert 
Jackson from Durham is the sen- 
der of that gem. 




VIRUS 

Firebird 

f^s^ Following our first complete 
1^^ Players Guide by Julian Rig- 
nall T weVe had dozens of 
letters telling us where to find the 
elusive Mystery Ship. But it was 
Ben Lloyd of New Barnet in Hert- 
fordshire who also felt the need to 
offer ^n alternative method of dis- 
posing of an Attractor. Julian reck- 
oned you should approach from a 
high altitude, then dive t guns 
ablazing. But, as Ben quite sensibly 
points out f if you don't kill it first 
time, it usually pulls you straight 
into the ground. So, he suggests 
this: approach the Attractor from 
the side, over the sea if possible so 
you can't get dragged into any- 
thing protruding from the landsca- 
pe. Let it pull you in while you 
shoot at it* then hit the thrust just 
before you ram the Attractor. Pass 
over it f turn and come back for 
another run guns spitting death. 

As for the Mystery Ship... Repre- 
sented on your map as a black dot, 
the Mystery Ship first appears on w 
Level Six. It looks a bit like a Space 
Invader (remember those? ) and 
patrols the landscape at a fixed 
height, but with no obvious flight 
pattern. Its method of defence is to 
unleash red and white homing mis- 
siles of sorts which behave very 
similarly to pests. A missile should 
take care of the Mystery Ship it- 
self, but on later levels it has the 
annoying habit of causing your 
missiles to fly around in circles, 
which means it takes a long time 
for them to hit their mark. The ship 
takes a good 20 or so shots to kill, 
and your efforts are rewarded 
with a 2,000 point bonus, with 1 50 
points awarded for each homing 
missile destroyed. So now you 
know- 
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Like doing [Q tests? Are you 
the sort of person who in- 
sists on doing all those ridi- 
culous match puzzles you 
find on the beck of the beer 
mats? Bombuzal could be the game for 
you. Jt's almost the game for me but 
I'm not sure. It manages to be both 
addictive and irritating at the same 
time and though there are some 
reasonable 3D graphics I couldn't help 
wondering whether the whole thing 
might not be better without them, 

Bombuial is about blowing up 
bombs. You control a sort of cutesy 
(sickly J upside down blancmange with 
arms and legs. Over a vast number of 
increasingly complex levels you move 
your blancmange, square by square, 
detonating bombs by jumping on them. 
The objective is to clear all the bombs 
from a level without blowing yourself 
up and within a time limit. 

But Bombuial is no arcade game, 
The challenge on each level Is not 
essentially to do with reacting quickly 
but rather thinking quickly. The chal- 
lenge is to get at the bombs in the right 
way. Each level is constructed of a 
series of tiles. Some tiles resist explo- 
sions, some do not, Some tiles dis- 
appear after you've walked over them 
once, some transport you to some- 
where else in the level. Other squares 
are 'slippery' and slide you in the 
direction you are currently heading. As 
you can imagine, this makes getting 
from point A to point B a surprisingly 
difficult task. 

Then there are the bombs them- 
selves, Some, once detonated, merely 
blow up the square they are on- Others 
blow up several squares around them. 
This may in turn ignite another bomb 
and another and so on... Confused? 
You will be! Some tiles are slotted — 
this means that bombs may be moved 




iBornbuzal in two dimensions. Seen 
here is such a view of the first level * * * 

► JL nd here** the same level in glo- 
r^rious 3D. The joystick controls 
are a bit fiddly, but on the whole it's easier to 
play in this mode. Time is running out for our 
fat friend , and there are bombs to be blown . . . 
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Puzzle Games, you 
either love them or 
J *yi hate them. Graham 
liZD TayJor quite likes 
them. Bombuzal is a puzzle 
game with a vengeance, 
but does the addition 
of some 3D graphics 
justify the full-price 
tag? 
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down the slot from one tile to another 

— perhaps enabling you to avoid a 
chain reaction. On the other hand, 
perhaps not. 

There's more* On later Levels there 
are switches which change the tile 
arrangements in various ways, 
perhaps making a tile appear from 
nowhere. Then there are other-threats 

— Sinister and Dexter. On* always 
moves right, the other always moves 
left. Clearing a level can be a brain- 
addling experience. You frequently get 
to the point where It seems definitely, 
absolutely impossible to complete a 
level where the little blancmange has 
been blown to smithereens so often 
that you're ready to smash the Joys- 
tick when,.. 



More 3D puzzle frolics in Tony 
Crawther and David Bishop's 
Bombuzal. Incidentally, Image Works managed 
to persuade an assortment of magazines and 
programmers to design some brain-twisting 
levels. So watch out for Andrew Bray brook's, 
|eff Minter's, Jon Hitman's and maybe even 
ours i . . 



Olt probably wont come 
as any great surprise: to 
learn that the Amiga in- 
carnation, is virtually 
identical to the ST ver- 
sion apart from some slightly less 
muffled sounds. 




^^VHHH Bombuxal is certainly 
¥ ^L J clever and it has some 
^l ^H neat touches. The 

^ g ra phlcs . t houg h not re - 

■H^flhtfl quired to he that varied, 
are large and the blancmange is pro- 
vided with a few cute facial express- 
ions CI particularly liked his M Oh no I'm 
going to blow up" hands over the eyes 
pose)- Sound is completely adequate* 
the explosions which are the most 
important thing are reasonably effec- 
tive- Some thought had been paid to 
gameplay as well. The problem with 
games like Bornbuxal is that once 
youVe figured out how to do a level* 
that's it, no surprises. This mejrn <'■ 
diously having to go through all the 
levels again to where you got to la si. ^^ 

Or it would except that every six levels |jfj 

or so you are given a code word to get 
you back to the current level from the 
Opening screen. Were it not for this 
feature my ST would have been dust 
ten minutes Into playing the game. 
Criticisms? I'm not entirely sure about 
the joystick control, I tested the game 
oui on two entirely different Joysticks 
and found En both cases the responses 
were seriously oversensitive — it was 
sometimes very easy to accidentally 
push your character right off the Level 
and into oblivion just by not being light 
enough on the joystick — this can't be 
the point, surely? The other criticism 
may be more personal. In the bad old 
days of Spectrum games this was just 
the sort of thing that turned up on 
budget and everybody said "Ideal 
budget game". It still is and Prn not 
sure that the addition of some 1 6-bit 
graphics **» the same basic concept 
really makes that much difference, It 1 * 
fun but it's sort of insignificant as welL 
111. concede though, that for some peo- 
ple — the sort who think Mensa is a 
good idea — Bombuzal will be a blast. 

PRICE £19-95 

RELEASE DATE Out Now 

GRAPHICS 43% 

SOUND 49% 

PLAYABIL1TY 62% 

VALUE 49% 

OVERALL 60% 





Thanks to last month's playable pre- 
view, most of you already have hands 
_ on experience of one level of Electro- 
nic Arts* blaster. Phil South bites the bullet 
and checks out the rest. 



P 



Those of you who saw the 
level which was on last 
rnontJVs cover- mounted 
disk will already be vague- 
ly familiar with Electronic 
Arts* latest collect and shoot N ern up - 
but for the rest of you t here's a quick 
look at what it's all about. The finished 
product, a debut from Bullfrog Produc- 
tion s + comprises 14 a lien -infested 



levels, all of which must be scoured for 
pieces of an ancient hidden bomb 
which you can then use to eradicate 
your opposition. 

There are two craft to control; The 
AssauJt Crawler, a small orange tank 
that appears on boot-up, and the 
Mother ship which is hidden by an adv- 
anced cloaking device at the start of 
the game - in fact you might never 
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^^he skull icon to the left of your 
I ship (far right) has a special func- 
tion. What it does you won't find out until you 
pick it up, but it could booit your energy or 
firepower. 

know of its ex i stance if it wasn't for 
the fact that its printed in the manual 
CI knew there was a reason for reading 
those things). Once found, the Mother- 
ship becomes your main weapon, as 
it T s faster than the Crawler and has 
more powerful weapons. 

When you feel sufficiently b mobile 
and bu fait with the Mothers hip's con- 
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trots. it s s time to head off in search of 
the bomb, Progress is made by flying 
over icon switches which are distri- 
buted around the Levels - usually in 
hard to get at places. Collected icons 
are stored in the Crawler's memory 
and are used to open doors t drop force 
fields and open the trans porers from 
level to leveL Other icons contain new 
weapons for the Mothers hip, extra 
shields, four way lasers and supple- 
mantary energy supplies. 




Having made your way through a 
simplistic maze (top right) you 
find yourself at m exit to another level. The 
disk icon d*Iqw your ship if used to save your 
position. Sadly you can only save one game at a 
time, 





**-'- 



■ 




M 






Everything about the background has 
a look of solidity and realism, and all of 
the objects and the lairs from which 
they spring have^been carefully shaded 
and shaped to match the futuristic 
landscapes. The flying saucers which 
appear through the revolving floor sec- 
tions are particularly impressive, as 
are the bomb sections — very cute 
indeed, 

But the major factor that makes 
Fusion* 'the game most likely to.,/ Is 
the fact that the game pi ay is every bit 
as good as the (impressive) graphics. 
The sprites ¥ backdrops and sound com- 
bine to make this an intoxicating ex- 
perience. The puzzles are hard, but not 
impossible; it*s just enough to keep 
you going. 



Fusion features two levels of diffi- 
culty-Normal and Expert. Either 
way p this is the start of the game, with you in 
control of the Assault Crawler - the only craft 
capable of colecting the coloured icons. The 
Mothership is hidden a short distance away, 
but danger is also just around the corner . . . 




O Fusion impresses right 
from the start. The the- 
me tun* is a catchy lit- 
tle number, but the 
most Interesting thing 
about it is the quality of the sounds. 
The graphics also stretch the machi- 
ne's capabilities, and the colours have 
been carefully chosen to allow the 
most variation of tones with the smal- 
lest pallette. Some very subtle stipples 
can be seen in some floor areas giving 
the Impression of a massive amount of 
colours. Apart from the colouring, the 
graphics themselves are nicely accom- 
plished and clearly show the hand of a 
real Amiga expert at work. 



PRICE: 
RELEASE DATE: 

GRAPHICS 
SOUND 

PLAYAB«_ITY 
VALUE 



£24.95 

Out Now 
85% 
79% 
80% 
70% 



OVERALL 80% 






m Surprisingly, Electronic 
Arts has decided to pro- 
duce a version for the 
ST, The work Is at a 
very early stage, so 
there is nothing to show as yet. 
Chances are that It will probably not be 
as colourful as the Amiga version, but 
the gameplay should survive the tran- 
sition intact. 








AMIGA SPECIALISTS 

Unit 1A, Wilbwsea Farm, Spovt Lane North, 

Stanweil Moor, Staines, Middx TW19 6BW 

Telephone: (0753) 682988 



flE 50 
£1035 
£7« 
£1650 
f1J 50 
£13 50 



MAIL ORDER 



Title 
Aflrgti 

Advenium C&natruction Kil 

Alien Sv^d" ■ 

Annals of Rom* 
Aicade Oa&EKS 
Arkanoid 

Arrr-nyadLfOfl Man 

Army Mhjvh^ 

Arhcfo* 

Gadcal 

tidlanca of Pcwer 

i l.i i L: j m.i M 

i! ■■•:-. Tal« I 

BarcteTalii II 

&Brmucta Project 

Better Dead llllfl Allen 

Beyond tha ice^a^w 

IliornuConimandM 

Bl-ack lamp 

Blackjack Academy 

B&mbJKfc 

Bubble Bobble 

nubblaGrios* 

Carmer Comm^fid 

Champion. ship GoU 

Chawmarater 2Q00 

Chubby Gratia 

Citv Defflnce 

Corruplkm 

Crack 

il i aps Academy 

Crash Garrett 

PdHwidfrf of the Crown 

Daia Vu 

Division One 

Ebo-n&tar 

Eos 

Ell 

Fn-mr&ldMme 

Empii* 

EmpiraS(rikaa&ack 

Enlightanmenl 

« Li«iy Tala AoVenlure 

Ferrari Hir mule One 

Firea«dFofg^i 

Fireblasler 

hr*-pemer 

Flight Simulalor II 

Football Manager H / 

Formula Ona Grand Prix 

Faitress Underground 

Garrison 1 1 

Chk Baa Air Rally 

Ga?lv*ti*fcj 



SSF* Our Price 
f 19.93 £13,50 



r^.9* 
£■24.99 
I M H 
£1999 
IVB.UO 
£19.99 
£24*98 
£29.99 
fl9 99 
f 23 33 
£24.33 
i?4 33 
£24,18 
£24-99 
C1MI 
f24.» 
f24.39 
n939 
[19,H 
£24.99 
ET9.99 

£19-98 

£MM 

EH 99 

£34 99 
£24.33 
r 13.33 
£14 95 
£24.99 
£19.99 
£24.99 
I M H 
CT» 

I ISJt 
i 24 99 
?Z4.1» 

fl4.99 
£13 33 
£24 93 
£1995 
£19.99 
£431.33 
£24.33 
£24,99 
£9.99 
I 24. e J0 
f. 19.95 

naje 

C1495 
£14 99 
£2499 

£13 33 
£23.33 



E20.50 
£16.50 
£1fi.50 
£1350 
£16 00 
£14.^0 
£14 50 
£17 5D 
I n. km 
£W.50 

tlfti 'iU 

£17 50 
HTJi 
£16.50 
£15.50 
£1650 
£1990 
E13 50 
£11.50 
£13.50 
£12 50 
£13 50 

Mr. Mi 

£16 50 
£27.75 
£17 50 
flJIMl 
£10.25 
£16.50 
£13.50 
f1650 
£1*30 
£19.H 
£13.50 
£13.50 
£16-50 
£16 50 
£10 25 
£13 50 
£11.50 
£13.5(1 
*U.5CJ 
£32 50 
E 1 f 51) 
£16.50 
f7.00 
£15-50 
E2i 10 
£13 50 
£10.25 
I !<i .■■■ 
£19 5D 
£13 50 
£22 50 



Title 

Giganoid 
IneHockay 
lh;tn Warriors- 

|-Iir^.i|:l:r 

Iridion 
Jet 

Jinx 

Kamplpruope 

K iigofCbicagn 

Icfllherneck 

Lea ttiamack 4 Player Adaolv 

legend of the Sword 

Maior Motion 

Marble Marines* 

Muar'i IS 

M.ir.iKt: 

M ik: h^hhn 

Moon M ml 

MorlVille Manor 

Qblil&falor 

Otri«ik: 

Passennar? &n iha Wind 

Phalanx II 

PbantaEieHl 

Fmball Wizard 

Plaloon 

PI underad Hearts 

Poof 

PomorCs4l 

Ptnwarrjlay 

Prolartnr 

Qinrtr;ilmn 

Red October 

Return lo Atlanti* 

Return 10 Genesis 

Ftodffond 

II ii! hi 19 Thunder 

Rnman^ir. Fm:r.>i.nilBfS, in the 

SDi 

Bacrapheser 
Scenery Dree 11 
Sn«nHry DlSC f 
See n.ery Disc Europa 
Scenery Di&cJapi»n 
Scf abLle Deluxe 
Snnlinal 



S£P Our Price 



E"hl.9& 

r?4.« 

F24.99 
r?4 99 
£19 39 
C39 99 
1 24 Bfl 
CZftJffi 
£23.33 
fl3 93 

£5 95 
F24 99 
I 19 'J'J 
£13.93 
£24.93 
£1993 
£24.99 
£29.99 
£24,99 
£24.33 

f9.» 
£19.99 
£24.99 
I I4.U0 
T24.39 

F9.39 
F 74.99 
F24.99 
f?9 99 
F39.99 
£19.99 

£9.99 
I M -vi 
I 74 =i=i 
£34 89 
£ 13.33 
tig 99 
E24 99 
Dome 
£24.99 
I 2S MM 

14.99 
£14.33- 
£19.39- 
£19.99 
£1999 
I13.W 
n999 



£10 25 
£16 50 
£16 50 
£17.50 
£13.50 
£36.50 
£1950 
£22 50 
£19.50 
£13,50 
£4,50 

fia.so 

t1M« 

£14.50 
£17.50 
£15.50 
£16.50 
£19.50 
£16.50 
£16.50 

£7.00 
£13.50 
f1450 
£10.2S 
£19.50 

£7.00 
f1fi.50 
£1750 
£17 50 
E25 5D 
£13 50 

£7 00 
£16 50 
£16 50 
£17 50 
£13 50 
£13.50 
£19 50 

£1650 
£19.50 
£10.25 
£13.50 
£13.50 
£13.50 
£13 50 
£13.50 
£13.50 



Title RSPQurPrwe 

Seven Cttie* fff Gold £14 99: £10.25 

Sbadowgale »*■» £lBM 

Sidewinder E'B.99 £7 00 
Smbad and Thro na of the Falcon 

£29.99 £19.50 

£19.39 £13.50 

£24.99 £17.50 

£2999 £19.50 

F999 O.OO 

£19.99 £1350 

£24.93 £17 50 

£24.93 £16.50 

£19.99 £13.50 

£19.99 £1350 

£14.99 £10 25 

£24.99 £19 50 

£2*M £1*50 

ni.99 £10.25 

rg.fls £7 do 

C24 99 n9.50 

£19 99 £13 50 

£24 33 £16 50 

£1993 £13.50 

£24 99 £16.50 

F?9 99 ElSi.50 

■ ' " £16-50 

£19 95 £13,50 

£19 33 £13.50 

£74 99 £16.50 

£24 99 £16.50 

£24 99 £16 50 

£2^.33 £19.50 

£24.33 £16.50 

£14.33 £10.50 

£9.33 £7.00 

£1999 £13.50 

£2999 £19.50 

£2499 £16.50 

(■ 19.33 £13.50 

£19 39 £13.50 



StychtH 
SMo* " 
Space Guesl 
Space StaJkw 
Sirtr Wara 

StEjrOg&Gl 

Starray 

Stif Crazy iBcCol- 

9toCti Market 

Sllrlr:: U.IIIU 

r -Arw\ hicfhier 

f-ilr k<: \ur£* Harrier 

StnpPokcfll J - 

Stnp Poker Data Pi?c 1 

fiutiBaiile Simulator 

Summer £]lyin|i<ad 

Terrapydf 

The Jewels of Ckprkr-iasa 

Tbaxter 

Three StoogaE 

ThundercaEa 

Tim it ;-k r 1 ■: d MfiyiC 
TimeBandH!; 

Tracers 

UhirnaHI 

Ultima IV 

Unjnvila^ 

Vectofball 

vyper 

Warzooa 

Wliiflpg^g 

Wimesa 

W trrl Mil 

V*r\*E 
Zoom 



if YOU CAM7SEE fT GM THE LIST 

rHtNFLtASt ASK 
W€ CA/UT LIST EYERYmfNG A VAtLAHLt 



Tills SSPOtir Price 

Fusion £19 99 E13.50 

Sargon III CJi*S» £24.99 

Motorb-he Marin«* £14.99 
flevenga of the Mutant CamaPa 19 39 

Off Shrtre Warrior f 24 99 

Lancnlo? £19 99 

Tatraquest £19 99 

SPtClAL OFfES l*W££ 
CLWHffVr STOCKS LAST 

Alien Strike 

Dillltililtn 

Black Shadow 

Blmtball 

Borrowed Time 

fiiain&tcifm 

Casino Roulette 

Couoin p t Rwi 

Diablo 

Eagilev Neat 

Exle^w* 

Eye 

Faud 

FHntftonw 

Footman 

Frostbyt-a 

Gai actic ImvalDn 

Goldrunner 

Jump Jet 

KiftttKJdll 

Kwuhmodo 

LanHHfun 

Mach3 
Minda-hadow 
M !i!iKjr Elavalor 
Moabiul 

Ogre 

Pink Panther 

HlutOi 

PnwHr Struggle 

a bhi 

nofdwM 

Hockey 

Sw^ndaOul 

Sibrnn Dreaim& 

Slaycon 

Space Port 

Slanwtyt 

Strange New Wm-ld 

Tasa Times 

TerrameK 

Tetris 

Thunder Boy 

Vampire Empir-a 

Wall 

W*fiiem Games 



£24.99 


£15.50 


£19 M 


£12.50 


F74.9S 


E15.50 


£9 99 


£5.50 


1 /* (rt 


£1550 


: 8 89 


£5 50 


£19 33 


£12 50 


£14.33 


£5.00 


£19.39 


£12.50 


f 19.33 


£12.50 


C9.99 


£5.50 


I 1 -l » 


£9 00 


£3.99 


K50 


£13.99- 


E12.50 


F74.W* 


El 5.50 


1 I4JSS 


£9.00 


£34.99 


£1550 


I y^ **■> 


mi. m 


£14 39 


+ hi:h: 


£74 93 


£15 50 


F999 


£5.50 


£19.99 


£12.50 


£19.88 


£12 50 


1 29 &e 


£12.00 


ri9.99 


£12.50 


F24.99 


£15.50 


£24-39 


£15.50 


£19.99 


£12.50 


C14J88 


£9 00 


£14 99 


£3 DO 


£19 99 


£1250 


i 1M !1H 


£12 50 


£3-.&9 


£5.50 


£19i.33 


£12.53 


F19.99 


£12.50 


£19.99 


£12.50 


£19-99 


£12.50 


1 ■ : > 99 


f 12.50 


£19 99 


£12.50 


tl l J33 


flZ.M 


£19.99- 


E12.50 


£1999 


£12 50 


£1499 


£9 00 


£19.99 


+ i^r,o 


£1499 


£9.00 


£19.33 


fi/50 



o 

LU 

T 



Star Glider £24.99 

Zynapa £13.33 

Capona £79 99 

P.OW. £29 99 

Around the World in 90 Day a £ 1 9 99 



£1650 
£13.50 

£13 50 
£1950 

£13 mj 



*We also deal with Business S/W & H/W* 
AMIGA A 500 ONLY £350 Inc VAT ri Delivery 



BSRTHDA Y CELEBRATIONS OS 
STAND 105 

COMMODORE SHOW 

NOVOTEL 

HAMMERSMITH 

18-20 NOVEMBER 






SHEKHANA MAIL ORDER SERVICES — 

ESTAB SINCE 1978 

ACCESS ORDER BY CREDIT CARD LINE 01-34B 290? (24 hri] - VISA 



ATM 
***TTTl£4*4 &T 



19 


13.» 


lt# 


H48 


lh« 


1*99 


OOHELrCOFHH 


ies 


15.99 


30 W.\W\ H 


11H 


lt?9 


5STARHIT5-5T 


1A.N 




ACTION SERVICE 


UM 


1399 


AUEN SfflWOHE 


1333 


1399 


MITUU 


1L93 




rWLANH OF POWER 


■ 999 


•999 


BAflflJPIAN II 


13.« 


13.M 


BARBARIAN - P5T 


15?9 


15,95 


h* - V4V 


UM 


15 99 


OFPMUOAlHlANGlE 


lfl.W 


1599 


etVOrJOCE PAJCl 


l3.ee 


1599 


giONIC llOMWAMDO 


153? 


1*99 


BLACK. TIGER 


15. W 


1999 


HI A7ING BARRELS 


liil 


1?99 


BCWB.JAW 


I3HH 


l&M 


BJJBBlf B0BBLI- 


1399 


■H« 


BAJGGVHOV 


13» 


1E.*9 


BUTCHER mi 


I5» 


l&W 


& CL0UGH lODTBAU 


k2Jd 


12.99 


CflPONE 


\\\*i 


19.99 


GAFTAf* BLQO& 


15.H 


1UI 


CARREfl COMMAND 


15.99 


15 39 


CHAMPION CRICKET 


1^99 


13 99 


CHE53MA5HB2QU 


li39 


19 99 


CHUBBt GfBSTli 


1339 


1*9« 


^HUCK VEAGEFB 


1499 


19*9 


ECflRUHilON 


I&H9 


ILJf] 


I..XNI..T 


133fl 




D£ LUfcF SCRAflBtE 


13 » 


13.9* 


DCFCNDtP OF tROWN 


20.991 


i9.» 


OOi^lf DRAGCig 


13.® 


15.99 


DRAAON MHJA 


i:ikh 


15.99 


0RILLER 


15 33 


lt.HH 


OtAlGEat* MA5Tt« 


15.99 


1*39 


O lflMS OLYWICB. 


li99 


U99 


ECHELON 


- 


19 99 


ELMINATOR 


1399 


1399 


tLlTE-Avi*nfl* 


15.H 


V-4i 


EWPtM 


19,94 


19.99 


l-MPftE 5TfllK.ES 


nm 


IU* 


ESPIONAGE 


iM 


- 


F1SSTT«EiAGi£ 


1&.«» 


1^.99 


FERHA+JDiZ MUST ffl 


15.9* 


15.99 


FISH 


l$,» 


15.99 


fLIGHT S« ? 


353* 


te99 


F0TT - GHEWUN 


24.99 


?*99 


FOOT fflRECTORtl 


liB 


1399 


TOOT WANAQf H 3 


1333 


1399 


RTJONDATrON W*STf 


13 99 


l&W 


fflONTIiR 


n» 


14.** 


FUEJOSI 


I9M 


19.99 


CiAHt ^VL ■! II 


IGJ9 


- 


■j^RHIftC^ 1 OR 2 




15.99 


GHOST i GCtiUNS 


13 3* 


15.99 


PfKiES i^iCI iJr>r P FIN UH. CUROPt *G5 n 



TLE i#* 

LSGER 

AAR 

nana 



rffCHrtttfl <k*£ 
»$ MliSfiN 
WTEHaPTO* 
INTEFTAL SOCCd 

* T - 

JEWLS Of 0AAO*aS 

jlhKTEF 

FPKNDlV AfflWACH 

SING OF CHttARGO 

KNIGHT ORE 

L/lNCl-HlOr 

LASER 1HAIN 

liACCflBQAHDCOil 

LLATHfRNECKS 

LED 5T0WW 

LEGEND OF SWO^:- 

UNbtttFlSHQT5H01 

LlNESEP5SSltLL 

LlUf t LET OE 

MIKK AEAD5 QUIZ 

MOTOft MASSACRE 

NWCOM| 

NfTHERIriORLO 

NIGHT HAIDER 

NOT A RENtft MORE 

OFJLUfRATOR 

OPtRATION ViOLF 

OUIffiUN 

OvERLAW;3ffl 

O^RLOflD 

POLAND 

PAI>MANiA 

PAPER BOV 

PtlfABLAflDSlEV 

FLATOOW 

r>00L GF RADIANCE 

POW 

POWt-fl OftOME 

0LADPW.<N 

OUANTIUM PAINT 

QUESTION Of SPORT 

RAHDIII 

H-D OCTOBER 

RETURN TO Af MANTIS 

RETURN TO GENEEJ5 

ROBOCOP 

RGCKb I RANGER 

RARGON 3 - CHESS 

SCENERY DISK T 

S£tNEAYDI5IH1 

SCENERY CHS* JAP 

SCrNERY EH 5* EkJHOPE 



ATARI 
IT 
13.9* 
"399 
15f9 
1*9* 
1*99 
z « 



13 99 
15 99 
15 99 

1SJ5 

U99 

Ml 

n» 

tlM 
1599 

mm 

13LH 



i4H nm 



nm 



19J9 

H 
tlM 



L« ^is 



MS 

It 99 
1199 
1699 
13 99 
153* 
13*9 
19,99 

ii» 

U99 
1199 
1399 
1399 
•3*9 
1359 
1699 
19.99 
1H« 
15.99 
1*99 

ma 

I399 
1590 

U99 
13.9* 
T:H=. 
16.99 
Il'i99 
Mil 
1399 
1399 



13.99 
1599 
:>? 

14 M 
1999 
"9*1 

1599 
li» 

1599 

1999 
1339 
U3* 

1399 
15.99 
19.99 
19.39 
19.9* 
13.» 

15*9 
153* 
1599 

19-T5 
1199 
15 99 
1*99 



iti TfTLE *** 
SMBAfJ 

SOCCBi SUPREMO 
iilfHT SERVKJ 
SMd WUMER 
SPACE HJWRER H 
5PEC-P,VL". 
SOHJPVfS 

ETN Ptffl 

STARTS* 

STAHQilXR 

sTftrttctfii 

STAKODSi 

SiTOS 

STFOT FKjHTtft 
SUPER HANG ON 
5U« A a HOCAE V 
TCQMQCQf 
T^STDHVE 

T**ttST0OG£& 

1W 5T0OOSTVL 
H(t MAGCK 

"RWIAL ftjRSUfT 

ijliaut 
UMWfEr> 

UUTHA1GGLF -* 

.."VI 3 

VfAUHATDII 
^CTDirvllOAD 

HM liCOU EMIH 

mmxA 

ZVNAP5 



ATARI 

-;t AMiMi 
!L9* 19 99 



WUlTlFACI 
DUSTCGMD 

H£AC«:L£ANEfl3 5" 
Hrt-UMflAKED 
EHUISER^TKK 
CRUISER Jffi-QIAH 
rXiMPPRO- 9LACK 

coMPPfiO clear 

COMFPHO- EKTftA 

OMCtSHOTII 

QlAtKllHOTITgRBO 

SDNIX&JfSTlCK 

KONlXiAuTOFHE 



' 1 -f? 


1!.99 


am 


11,99 


13.99 


1599 


1199 


15 99 


499 


- 


1199 




mm 




mm 




1399 




1599 


1S99 


-.Hi 


15 99 


1341 


- 


^^r 


1599- 


2199 


- 


1&99 


Ml 


1199 


- 


- 


1&90 


11 9S 


1599 


1999 


193* 


1599 


14 99 


1599 


1399 


IE- 99 


1939 


K93* 


- 


1333 


13.99 


U99 


- 


15.99 


15-99 


1599 


19.99 


Mil 


1499 


1599 


1&99 


1499 


IE 99 


U99 


14*9 


11*9 


1599 


till 


!33* 


1598 


'599 


113* 


^599 


mm 


■3^ 


39* 


13 99 


ja v $ rms *■ * * 


M$$ 


44 94 




499 




699 




9 99 




99* 




1131 




1199 




1131 




U33 




7 99 



MEGASAVE FANTASTIC SAVINGS 



939 



SPEC»LOm«0NttSlCSKlS 

S0NY.«KODAKiMA«lLli>C 
VFHHATIM0aCDONL l i r fl4 99 



MAIL CFRDEP CUSTOMERS 

r *-iHUK.cuF*ois^fln™pit**t ELftE^tiiFrJM cHfl-f-o "VSti^^LiPHKJI* QP * iH ****** yv**+i- 

MJ¥ 'l|-**t S^b-Clf V MACHINE TVPt IN vQk^l QflDE H *DI> ri" P P *0R MACHINES 

PFHSHUAL CALLERS 
„.,„... rf-iHB.fi/-iiu tmf-M iip cniTwiih i-hi^W Oufl UHNf.Hil, AT ShE KHA^A - fJ 1 * TO , n , | l| aMftM COL*flT RD LDNIKm W^H**! 1 - Ihft 

SS^T c ^a *ViEi ■» IwSSffi s "S™K ™*S?!3nVTUK ? tuSnf]^ lW™ pp?^j^ ««j *" ™i?U?r 



ABVtttl WE WILL -GlVf *^U A QlStDU^T rjf ip CWP fMf- Rfl P ON En 



AWFAHK11NTHS. AU^T ABO« PWCi S JkrtE FQPMAlL MDEH CU*tOMERB 0*iLY 
CflEDITCARQ HOLDERS 



^BF Ma.lCir<£; MYHtM lh £A5« *N0 TMf nil f 



ai .:.h h-b ViE A C«0 Myt atn^ hinu a I 5rt *«J ud na 
AVAIL i*Uir- m:l 



4,21 *+:* c*rrhT rjiftu- ijnutHi. m-xi-tr 
&S A^D- ViEi- r AMIJ.S AfT^EPTED 





ST ApiQft PC 




5T H*& K 




ST AU^A FC 


CTWHSEHVtJ 


IIJH H.ffl 11.90 


(JLNHBlHGfTaHOr 1390 1390 UOO 


AMOI 


11S0 14.™ 11J9D 


AROLTJE FWCE KXfl "4* 


r^uHILOl 


13» - 


RCB0C0P 


1150 14.™ 11.™ 


ARnVOO&I 


- 11.S - 


G/HfE-D 


1190 u» - 


FETLflNLyTHejFTJ 


11.™ 11.™ - 


AL&Si" l OFO€ 


■1 K UK) - 


GAJCOVbTll 


1490 - 1490 


SttErnnrjCP 


fi« E» - 


tfWM^ES 


11 90 HBO - 


GUERUAWA* 


1190 14 » - 


^AflGLlDefll 


u - Hi nm 


BAflOGfAlFl 


1790 1730 1730 


QUNMP 


1490 14MJ490 


STREET IWT1H 


13.K- IE 90 - 


3ARD6"Ajil0fia 


- 1730 - 


MTHOES Of LANCE 


1690 l&M l&» 


ffftCIHOTBl 


"X 1490 - 


3CNC CL3-VWC0S 


iaS0 lt» 1390 


rdlTJMLTm 


990 990 - 


suwEnaifiMPmc 


1190 1190 1490 


Etfttf 


1390 16» 1690 


HLTTSKn 


1190 1190 1190 


yTnCfttff 


1150 1150 - 


BUQGY60V 


1L90 14J» - 


KETNjE 


1490 1490 1490 


BPEETJ6AL 


1450 1490 14 90 


PjCWJ^K 


1150 14J90 - 


^■A*EYE 


1190 - - 


SUFfPl HAMG ON 


1150 * 


LWHjAHiaNII 


191 11.10 - 


KM^WMfflOFIS 


990 1490 n™ 


PffCN« 


11.™ 1190 - 


B00TCAMP15 


- 11.M - 


NTbRCEPTDfl 


1790 - 


STiSTAfl 


14.™ - - 


BLAZHG BARRELS 


n.» H.K - 


KTEfliMWTtPLJS 


1190 1190 - 


srwrwi 


1190 1 1.90 MA 


BTRKAD^WEH 


M.W M K 


AON UN) 


i?90 1*90 - 


PMfNV 


11.SD U9& I4.9Q 


BLAD(TG01 


13.U mao - 


NSHDSflAtK 


1190 1190 1190 


STAflGCCSf 


I1.» 11 9& Wto 


BATMAN 


11.30 1490 1190 


iFSaJfll^ONI 


ittfl - 1390 


SNflHffll 


11.90 11 » 11:90 


FJLTIKFIHIL 


1390 1390 • 


JffTJ 


14-30 1490 11.™ 


STOSfOmCfti*!] 


1B90 - - 


BUBBLE K»£ 


1130 1' 90 - 


L£AT*CPNK>( 


1190 n.90 - 


STAC^*C*^br| 


B9Q - - 


ajeeifOHL^T 


1t30 1190 I'M 


L£G9CCF9iOnO 


1430 I4.H 14.™ 


SPACE RALtP 


1UQ 1'90 1490 


ccwupnoH 


1490 14% 1490 


iM&or 


11.™ M.HH1» 


THJUSrlCAT^ 


1190 1490 - 


CARRfP Cd*JWCi 


14» 1490 - 


IMWDLFFJC 


11.™ MBO - 


THLlNDERajra 


1J90 1U0 - 


CAFTAft BLOT' 


1430 I490 143! 


neuus 


! 1« 13.90 - 


THTkiMDUX 


9™ - 


CHAHVHCflClCT 


UD 990 - 


MAASCOP 


lifD 11.90 - 


TTHEiffl6TAL 


1T90 IT90 - 


OfiOijQlAW 


m m -f 


imce 


- 11 90 - 


MGAAfSfWrfel 


H»i&90 - 


IHJBE ¥ jft$"-E 


11 jD MK - 


maKE MiijfCSS 


990 990 950 


THE QAfcCS BuTBi 


■ &9C - 


GAlrtfttt-SMEi 


< 1M0 


METTQP MASSAT^E 


UB U90 - 


IS" DfHE 


USD 179C 17.90 


SlKiBDHMAi'Ii 1 


H»iO» - 


^WDRGMTIR 


1^90 15 90 1990 


imRQAD 


1390 1&9C - 


"'3LTIIPC 


hit; lift ii90 


MGHTFHDER 


i:iR0 1390 1350 


TBO*0OT 


1390 13.90 1390 


.R-r^ 


1410 149) 1140 


IdHffMRD 


1$90 13J0 - 


T1CWCMA&C 


1190 1190 1190 


□tUBEORVDl 


11.90 1190 11.™ 


NQfllH AM) SOUTH 


1490 14™ 1450 


UUP. Id 


1990 1990 


3^L>r«JA 


1190 14.90 - 


WQQUt 


1490 urn - 


ULTltfTIQOLF 


1350 1i™ 1190 


Spf STWSfl^K 


1190 1 1.90 - 


N«ANSQiGftN&P»: 15 


ums 


1490 14.™ 1450 


QJWttHVI 


U» tt90 - 


oumuh 


1J90 - - 


'iraWATQfl 


1490 14.™ - 


- — 


u» 1*90 MB 


DeLTTEFW^Ofl 


1490 14™ - 


WU6 


1190 11.™ - 


GSfOV^E 


11 90 11 9) - 


CVEFtiWW 


lijd lifl - 


VBCTTJfflNJ. 


Si™ ftffl - 


KwaOh 


- 1rJ9D 1G90 


JCPS 


1150 n.« 1190 


■iKTJGPYRCWD 


'IK 'im '19C 


Ff6aCHT5ii 


- - S96 


OreRATiaNlWLF 


US lifl 1190 


WARM'S 


19K - 


r^RAftFDFMJLA! 


- 1750 - 


OPERATE NEF1M 


■ US u.ffl 14.90 


VA«LK^G 


11 90 11 9C - 


■ -A. -J^t- 1 


11 JO 11.™ 13,™ 


OfWCflE*AflRCfl 


MM !4.9TJ - 


'rt^lErhESTTJSTU 1130 


fEMTOfCQIAJSTDC U90 li* 


PlATO^ 


11.™ ■ 


'ffiCiiMMK 


I 1 90 1^90 l'SJ 


fHC^Tf^ 


1490 1490 - 


TOLOfRAOAWCE 


*« 1E9C *6.90 


J©» 


t 90 1190 - 


,-ML.- T 


11.90 M.ffl - 


PUHW 


11.» - - 


ZYNAP* 


13-50 13^0 - 


w 


14.™ I4.t0 14.^0 


raemiE 


IB 30 1E 30 16 90 


M 


tuo 1$™ - 


FSJFRBETFWJNa 


19.* ISBTi - 


QUiDMIfil 


1350 1150 1490 


4X4rjffflOW5FCNG - IfiSD U» 


GLSUPtRWLLS 


UK - - 


FCAD BUSTERS 


■ S3C 1E.BE1 - 







Hi* 0#t Nitofi MM feNttUi ftc *m w* ^ &tmMS ^.^H* "Sj?!!! ™ 
M *n** f mi thipi.ntc inanvi, D^tll^ WISMirMllkMt. Vrtm.lMiH im TMJI. 
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Pfeasfismdlof liree kslolnew f^easason Arnstrad PC, MSX AtanST 
Amiga, Cornnrtdw ar>d i-3s£ate which lis*. Fuiuo League Ltd 






|— TRYBRIDGE SOFTWARE DISTRIBUTION 1 



H 
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m 

o 

z 



,! 



4^ 



Z 

o 

< 

m 

Z 
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TITLE 


«*■ «MM ™ 


Aaargh 


14-96 


1495 


_ 


AcDonServM^ 


11JN 


1195 


1195 


A*An5M» 


UM 


1495 




AI1en>uwK- r 


13.95. 


te.95 


_ 


AlieftSynt-r/ra 


flJt 


11.95 


_ 


Alt Realty 


1I.K 


11.95 


U.95 


AipDllD 1B 


- 


_ 


17.95 


Arlafloidfle^odDoh 


Hie 


_ 




Arli/a 


1SJ5 


_ 


_ 


Badoash 


11.95 


11.95 


_ 


Ballyhoo 


7.95 




_ 


ferbar^n 1 ix 2 Ral 


995 


11.95 


_ 


Bards Tate 1 or ? 


1*.« 


16 95 


16.95 


BAT 


iris 


1795 


17*5 


Bailie Chess 


- 


17.95 


I7JPS 


Bermuda Project 


U.95 


U.95 




Bauer Dead 


11.95 


11.95 


_ 


Boyu'id Ii:p Palace 


11.95 


U.95 


_ 


Btoriic CortYnandcj 


13.95 


1695 


_ 


Blac* Lamp 


11-95 


1195 


_ 


aiaeKT»gef 
feajinq Barrflia 
BWX Sirnularor 


13.95 


_ 


_ 


11.95 


11.95 


_ 


995 


9.95 


_ 


Bornbfack 


1t95 


U.95 


_ 


Bona Cruncher 


_ 


lift 


_ 


GciTDWBd Tme 


7.95 




7.95 


Bubrje Botfilb- 


11J6 


11,95 




BgggyBoy 


HJ5 


14.95 


_ 


EkjIchgrMill 


13,95 


13.95 


_ 


C^lilomiaGa-rnfls 


_ 


17.-9& 


_ 


CipOM 


- 


14.05 


_ 


Captain Blood 


14JQ 


14.83 


_ 


Camer Command 


14.95 


14.95 


1495 


ChcssTdsipr ?003 


16.95 


16.95 


16.95 


ChrDfioqu#^i 


IMS 


19.95 


19.95 


OiuckYfiMerArt 


_ 


_ 


16 95 


Coh?s5u&CriKS 


_ 


1&95 




Cornel Scnooi 


11.95 


14.95 


_ 


Coffurjuin 


14.95 


14.95 


14.95 


Crysiji Cables 


1D45 


_ 




CytemokHcr^ 


- 


16.95 


_ 


Daley "hrjrnpsanflfl 


11. ft 


14 M 


U.95 


DarkCasi* 


14.95 


HM 


_ 


Delano's/ rjl Crown 


■8.95 


■fl.95 


J&95 


Di-oas Elne 


17.95 






DeiaVu 


11.95 


11.95 


_ 


DelwceMusieGGnSer 


- 


48.95 


_ 


OeiuwPaim? 


_ 


4995 


69.95 


PeloDePrinil* 


_ 


4995 




Delude Pnoducfjan 


_ 


99-95 


_ 


Deiuxe Yitfeo 


_ 


49.95 


_ 


Dcube Drarjcn 


- 


10.95 


_ 


DjfHJt'D-iWftsier f 
EswiWMvt'rflasE&aL 


U.95 


I4&S 


_ 


- 


16*5 


16.95 


Elemental 


11.96 


_ 


„ 


Qminabf 


13.95 


13.95 


_ 


Flue 


I4JS 




U.95 


Empire 


16J6 


\m 


1S*S 


Empire SlTiices Back 


11.95 


11.95 




LilqrileirTenl 


11.95 


1495 


_ 


Epl 


U.95 


U.95 




Espionage 


11.95 


U.95 


11.95 


Exoton 


iejs 


1695 




5 Slar ST 


14.95 




_ 


Faery Tale Adv 


- 


29.95 


_ 


Farilawsipn 


_ 


2&1S 


— 


Fas: Bas* Disc 


31,95 




_ 


FasteasicRgni 


6295 


_ 


_ 


Fed ff%% Trade 


UJ6 


1 495 


_ 


Fernandez Must fta 


14.95 


14.95 


_ 


Fish 


U.95 


U.95 


1495 


Ferrari Formula Oro 


17,95 


17.95 


17.95 


Fl 5 Strike Ea^e 


I4J06 


U.95 


1495 


Final Command 


1795 


lT.tt 


1795 


Flight Sim 2 


215.95 


26.95 


3£95 


FH Disc 7 or 11 


13.95 


13.95 


19.95 


FN Disc European 


13.95 


13.95 


19.95 


FH Dec Japan 


13,95 


IMS 


1995 


Fyjnp Shark 


1195 






FoDituilDraeiorf 


11.95 


_ 


_ 


rrxtoaii Manager 2 
Frjundatons Waste 


11.95 


11.95 


11.95 


U.95 


14.95 




Frank Bruno Boxing 


12*5 




_ 


Froniief 


HjM 


1495 


_ 


GadrMCns DoTi»n 
Garnet™ 2 


1395 

n 95 


13.95 


13-95 


Garfiekl 


T1.95 


11.95 




Gamsonl &2 


14.95 


T495 


_ 


Channel 


- 


955 


_ 


GJdbnPati 


796 


1195 


_ 


GuidofPiiieves 


I4jfi 


U95 


1495 


Gunshp 


1^95 


1495 


1995 


Hacker l or 2 


7.95 


- 


7.95 


mm 


17.9S 


17 95 


1795 


Hiwheye 
Hetieriketer 


14.95 






9% 


995 


_ 


Hwwsoi Lance 


16 95 


16.95 


15=95 


hoi Vfroodttpn 


7.95 


7.95 




Holskr 


11.95 


11.95 


11.95 


Hmr^r Red October 


U*5 


U.95 




Mi Wamors 


9 95 


U.95 


1395 


I rn possible- Mission? 


1395 




1695 


Inierceptef 


- 


1695 




IrgnLord ' 


17 95 


1795 


17.95 


JM 


- 


26 tt 


2695 


Jwfils^Oartrwss 


I1J9S 


V 35 


11.95 


■Viiflfir 


14 95 


14.95 


14.95 


Kennedy Appfoacfi 


14.95 


14.95 


14.95 


Krnghror 


11.95 


11.95 


11,95 


Knslal 


igj6 






lancekx 


11,95 


11.95 


1195 


Land** Legends 


- 


1695 





TITLE 

L'BonrdBJnhi 

Leaihgr Godess 

legend r^Sworo 

i iwng Urff.' <|his 

Mars Cop 

MaiipHi Island 

Menace 

Mfif penary Cffnp 

Mldsl-arib* 

MmiQfks Personal 

MiniPull 

Monsters crt Nighl 

Mponmcsl 

Ml^Iv Up Manor 

MotQf M? Uadness 

Motor Massai;rp 

Music Con Shu 

19*3 

Neihenwfld 

Necromancer 

NyeiManaell 

Sighlraider 

Oids 

Oops 

H^aOonWpi 

Oulnfi 

L^prander 

Partdcra 

Pawi 

PopsiUauUrjr, 

Peter fiaar^leySccoer 

Phantasm 

Planerrall 

Platoon 

Pool of Radarce- 

Rawerdronte 

Pro Coot 

Psion Chess 

PunysSaga 

Quao-alien 

Rar^£m 

Reach tor Stars 

flelufnlpAtianiis 

HelurniDuGneHi5 

Flwideiastens 

Rocket flanger 

Ming Thunder 

SargonlPlCness 

Savage 

ScnatWeDaiuw 

Sennnel 

SentmeJWwMs-1 

Serve IVollay 

SF Homer 

Snaoawgare 

aisntSefVffl 

Bkaisbaii 

Skyehase 

Sodkif-Dlughi 

Solhake RDyaJa 

Space Hamer 

STAC 

Starflaet 

Slartiighi 

Sla r GidP'ia?- 

Slanquake 

SttfRay 

Star Trek 

Sleanh RgJibw 

SlirCmry 

S.T.O.S. 

StnpPoker2 

Data Discs: 

Qev&Dawn 

LeeJftoy 

flachelaKm 

Suzanne ^Btanoa 

Sumrnor G>TTpad 

Sucertase Personal 

Supercede 

Super Hanqon 

Ta$5 Times 

Techno Cop 

Teawiva 

the Train 

Tnree Stooces 

Thunderblade 

Thundercafl5 

TimellAaoH 

Time Stood Slill 

Tracers 

tnni^ 

Tnparron 

Trwal Pyrsut 

nftaoer^ 

UHmHeGall 



OwliMarySin 

Undiunj 

Vermnale 1 ' 

Virm 

VhMm 

Weird Dreams 

"Whirligig 

WiFball 

World Game* 

Wortd Tour Gorl 

Xenon 

Zork 1 or 3 

Zcrt2 

Zynaps 



ATARI 
ST 
13.95 
1995 
1445 
1195 
1155 
11.95 

14.95 
795 



T7.95 
7.95 
15,95 
995 
1395 
1795 
13.95 
13.95 

16*5 
1395 
11.95 
11.95 
11.95 
13.95 
D.tt 
1195 
'4 95 
10.95 
11.95 
11.95 
795 
11-95 
Jti.95 
15.50 
29.95 
16.95 
1746 
11,95 



11.95 
13.95 
19.95 
13.95 
1695 
1495 
13-95 
11.95 



14.65 

11.95 
1495 
17,95 
11.95 
11-95 

T1.95 
26.95 



14.95 
11.95 
14.95 
11.95 
13*i 
1195 
1995 
9 95 

1M 

7.45 
7*5 
7.45 
11.95 

7.te 

13^5 

7.95 
13.95 
16.95 

14M 
1395 
1195 
11.95 
1116 

7.95 
24.95 
11.95 
14,95 
13.95 
11.95 
T4.95 
13.95 
14.95 
11.95 
11.95 
14.96 
■■ 35 

795 

11.95 
9ffi 

13.95 



AMIGA 

16.95 
19.95 
14 95 

1195 

\£m 

14.95 



IBM 
PC 

16.95 

1495 



- 


2£.95 


- 


1795 


' ■' % 


1795 


- 


7.95 


15.95 


F5.95 


9.95 


9.95 


13.9S 


- 


- 


1795 


16.95 


_ 


13 95 


_ 


- 


17.95 


HAS 


1695 


11.95 


1195 


14.95 


- 



U.95 
11.95 
14.95 

11.95 
11.95 

1495 
16.95 
»6.95 



1795 
14.95 

17.95 
IMS 
1195 
13.95 
19.95 
16.95 
1f« 
14.95 
13.95 
1165 



U-95 
14.95 
14.95 
17.95 
14.95 

U95 
1495 

16.95 

14.96 

14.95 

169t5 



9.95 

7,46 
7 45 
745 
7M 

ri.95 
59.95 



iaas 

16.95 

19.50 
1*95 
14.95 
11.95 

16.95 
795 

11.95 

13.95 



14.95 
11.95 

1495 
1195 
14.95 



14 95 
1135 



1495 



16.96 
1695 

16.95 
17.95 

17.95 
17.95 



16.93 

17.95 
17.95 



14.95 
17.95 
14,95 



16.95 
1695 
1495 



7.45 
7.45 
745 
7 45 
14.95 



13.95 
16.95 
17.95 



11.95 



M.95 

14.95 
13.95 



S4.95 14.95 



14,95 



14.95 



3695 



9 95 



Fleaa send choqufe'P.G'toes. Visa nurrter and e^ry date lo: 

Try bridge Ltd 

L72 North Str&et Romford, Essex RM1 1DA 
Please rarromber to stale the make ana /rate tf your computer when orrJenng. W INC gK. £ur«ie add £i m mn\ 
Elsewhwe add W? per 191 lor AIR Kk . 'evprcr^ cnje- o?Q8 765?: 1 — 



wmm&m 



LEISURE 

AM13M 

Ai^Oqmv _.. 

Aji£riSYn*rjme 

Artiinoid2 

SirtoinlFjItml 

B^rim2 

Ek;llur Odd man Alien 

m>ndlhtih»PBiKt 

inieOrirnrtdMi. 



AMIGA/ST Mail Order Specialist Q 



WlrtTigw *1&.H 



ST Am^j 

*1J50 }1% 

1150 - 

UM IcSJ 

13.50 - 

ID.7T) IUI 

■10.M- "13a 

1350 1350 

U50 t-bil 

1S.90 ISLM 



BMftiJsck . 

^Bfb*i 

Upflna 

Captain Etcd.. .. 
Chubovdnstte.. ... 

CruhSarratt 

&. ThflnipsDfl Chal. .. 

Dnolilor 

Wflrflf'Br ..._ 

DjajKfiMastw 

fjdi'i«Hr.„.._„ rail 

Kft..... _ 

ElimirHlDr „,„ 

h- > v Srks R.i: \ 

FugjndFwgtf 

roolbal Msnmr 

Fuskm ._ 

6an»{Iwifl 

Garfieid_ _, 

Garrtso-i I or fl 
G junllhl I :n II 

GrwHiillriiSiawi 

t^dB|< 

kiriwVnoit,,,,.,,,^,,, 



13.50 
J3» 



1Bl« 

1SJ50 

M5* 

1«5fl '?650 

1150 lihll 

U50 1t» 

13.50 14.50 

^IB.SCS *1(.» 

1850 

1650 MGjSO 1 

1150 1JM 

1t.5fl IF,hO 

♦USD *1tM 

13.» 11U 

MB.S0 *1i&0 

1 3 SO \.)%< 

17.B0 - 
13-50 1C.50 
1&90 

\m Him 

15 » 1690 
IB» 

14 m veso 

KM 1650 

*iew 



Luff«m«l ..„.,.,..... 

P-BtardjI^Sttscw......... Wb 

M«Ji«- UM 13JU 

Map'Mc^on 1J50 1350 

M^iCefl*... - - *U50 *1350 

Mfrrjoiu^rttw..... 1&H - 

WwnlB - 1&U 

MENACE t| 3a \ m 

Mh^vMdum 15 W - 

NMmsdl'iGrjrdPnx ... IjM 17J0 

NiQMflrtr 1*50 "1550 

OWitf mar ..■■■■■■ Ifc50 16.50 



LEISURE 

OfrstarE Warrior „. 

0«S . 

Oarun.„ _ 

0>Bdand?r...... ,...._ _ 

Pacrrunia 

Pandora ,„■,„,_„. 

PI ton. 

POW... 

^OWERQRDMe 

Ojadrrfw 

BadHasteq... .. ... . .. 

PootBlRiri^ . 

BMM 

Sidearmi 

3lfYc1ifl» , ._ 

SKlffOX... .,„._,...._ 

5ottflrpFLj0n. _. 

^TQSGjmeOwtw... .... 

Space Hamftf 

iilargJiderll 

StprRnr. „. 

SlirCrij^.. 

KreBFiflhlBf. _ „.. 

SuparH^on..... _... 

TMlDrhfl., 

"Tan&HH 

ihtSrtin*..... 

Thun«r«Rt _...„, 

WRUS 

WhrTrtwSMStii 

IWntaB 

«Mln 

Wichill 

tam-..—.. 

Z^rna.,, 

ADVENW it SlMVJLATIOh 

AHMGEJWONMAN 15 JM 

1«3 1S50 

Banfeloil 17H 

Oatdtchfin - 

BwmudaPrrjinet 16.50 

CARfllER :.OMMAh|D 
Chr mw Quefl ... . 
Cnrrupdon..... 1£.SD 



ST Amiga 

UM I350 

1*50 - 

1t» - 
13.50 

1340 1350 

U50 1350 

U50 1650 
2&50 

1790 ^17.90 

T3ji \tm 

1540 "H50 
■20.50 

mu 



U SURE ST Amiga 

Bcweryforll 1^50 lfc» 



lt-M 14.90 ShukhHjdiu 

UM 1150 SSIfrnn 

11.00 SlirFI«( 
1340 - 



KVflstefnEurfjpfl 

Japan... _ 

HEBOBOFTHEIANCE. 

Inrffdrtw.,.., _ 

LwaerbMrdBrrJa......... 

bsflflftdrySwwd ..... 

MindFighUt ..._.._ 

MatviMelytinof 

PQOLQFIWHhCE _ 

Pdwerpiiy „„.., 

RjeturntoAllirrii. _... 

ScnfctoitEHuas 



ZUH 

U50 'IfiSO 

1t50 1650 

U50 1c.M 

33.50 13.50 

"hit tftf 

UM - 



I0M 

16M 
1B.M 1JM 

17* 
fttt 1650 
1*50 IfiM 
1650 1fiS0 
lew 1450 
M&.50 + 1t.B0 
1350 13.50 

1750 
1150 -Shu 

ma 

PtKiw Phone 

13.50 19.W 

I3S0 1340 
IB50 

U50 UM 

16.90 1490 

*].50 *3ftM 



ELITE.. 

Fed d1 Frw Tn 
FGH.. 
Rmhi Sun II 



Twripnod.... 

THREE STOOGES.. 

TimffiMipc 

-Ukirni II ftr rv 

mtimV ' 

GRAPHICS rV MUSIC AMIGA 

ArmtorrVtHHi 7540 

WJBiapfl 30 2.0 llALl m& 10140 

U9Q tJ.M ArtiT*9fAp|iiwili« I5£00 

1150 1150 Wuiff«fitll|lRAL|...._ _ „..<*.« 

13,50 11.50 C^I^^HlwrtHMH^MBl, M 00 

13.50 13.50 D^riww3.0m|U...„..._._ 1^00 

1350 1340 D^vmrAdiplyr , _._...._ JOoo 

1350 3550 PhwiHifwIlAU ^ _ 4ggQ 

1150 UM SfljIptDIPALI _.,„.,,„ _ mm 

1550 UM Snl|ri.JQAikrniKffMLHIMBI IK 00 

13.50 ItM TVShwIPAlJ .£ ffi 

I3.W 13.M TVTmIPALi fi : w 

1550 JUj^tftfeaTurwm. b$Q0 

A*9iiAudioma^f.., Mi JjQfl 

^flisSnniK _.._ 4£lM 

CJclji8yusk..„ .43 gg 

uUALhTJOTSTICTS 

QwuIiMh|i41 „,„.„ _ |2jo 

forrp*WHsn Ptn MOO I23Q 

IPSO 1640 <Comp«irtHirtPraEiflr#|eJoBr^ MM 

MM 4iflhHSun„ _.,„. ^00 

HAr 



1550 



15J00 
I'J.M 
UM 



1650 



ARDWAflE UK WV 



Ir-Jrs to 



*1G.50 1(M Amiga ASK-jAjj Ckelu w Part. ...JJ*» 

23jOO ft.« Amiga A500 f U&dullHr M » 

■1B.40 MB.50 LXtonai3ilMMDn» _w m 

Anna ASfll&l^ RAM Exp. ,„ 14! 



...» b ..^u^ 9 ,. h , lJ3La i wueis ia new Tmes avanaDie on release 

HAMMERSOFT Prices all included with 1st 

£ e T P J.H,^l.y ,LL R0AD dass P° st '" th « UK. EEC please 

HETH ^ ETT ' NOR WICH add £2 00 per item 

NORFOLK NR9 ENQUIRIES TEL: (0603) 812416 

RETURN OF POST SERVICE ON STOCK ITEMS 



■ H f iMHI a" I d ifcl 



ATARI ST Public Domain Software C123. Also Printer Ribbons 
Listing Paper and 3.5" disks. Also a chance to win software each 
month. Send SAE for catalogue to: H.P.D.L., 2 Old Mill Close 
Market Weighton, York Y04 3DU. 



ATARI MEMORY UPGRADE for ST STM, STFM for sale £80 Will 
install. Would consider swap for hardware, SM125, SM124, Printer 
Modem etc. Phone 0495 272 358 Mark. 



DEMOS! Listen up! We want demos, ya hear! We don't care what 
they are, Amiga or ST, graphics or music (or both), long or short, 
btg or smail, we want them. And doubtless youd like to see your 
name plastered all over these hallowed pages too. So why not help 
yourself out and us as well by sending us your demos, if you're a 
demo programmer, get your stuff together, drop it into a jiffy bag 
along with a letter that explains who you are arid what your demo is 
and send it to: Gary Whitta, Demos, THE ONE, Priory Court, 30-32 
Farringdon Lane, London EC1 R 3AU. Do don t just sit there! Do it 

now!!! 

: x : ; : :v:w;vftS:>:*£^ 

CLASSIFIED COUPON ON 

PAGE 101. CUT IT OUT 

AND SEND !T NOW! 



._..... ,,-,-, 




fcMTprt: 

me: Law 



I Off : Doohkd 



ILITflftY 

CflMUt 
I IMS jc 3 



loo:oo:00^3 





_■> 



Four years after its release on the 
BBC Micro, David Braben and Ian 
Bell's timeless space epic can now at 

last be experienced by ST and Amiga owners. 

Gary Whitta boards his Cobra Mk III and 

discovers that the wait has been well worth 

it. 
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If you were to ask any seasoned 
computer games player to name 
a classic piece of software, their 
reply would almost certainly be 
Elite. Released over four years 
ago by Acorn so ft , Elite was written by 
David Braben and Ian Bell, at the time 
fellow students at Jesus College, Cam- 
bridge- Unlike any game that had ever 
been produced before, Elite was not 
just a simple shoot 'em up or strategy 
game. It was a mixture of everything 
and anything...; flight simulation, 
shoot 'em up p strategy, adventure. 



^ek! It's a Thargoio\ the roughest 
E toughest Insect warriors in the 
Galaxy (they've had their fear glands removed 
you know). Defeating these muthers is a 
million to one p so they say. 

trading,,, the list of game styles goes 
on. More impressive is the fact that it 
was squeezed into a miniscule 32K? 
Instantly proclaimed as a BBC classic, 
St went on to be known as one of the 
best games ever when it was con- 
verted to various other S-bit formats, 
Now at long last Elite has made it to 
the Atari ST and Amiga. 
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Elite I* essentially a space adven- 
turt, set many hundreds of year* Into 
tha future, you are cast as an aspiring 
young apace pilot whose aim Is to 
progress from tha rank of Harm I*** 
(all naw pi Iota are classified as this) to 
tha ultimata macho status aymbol of 
Elite pilot. Doing so. however, la not 
Just a caaa of blowing Innocent space- 
craft out of the sky, to upgrade your 
kill rate (and therefore your combat 
rating). The Galactic Co-operative Of 
World* (QalCop) la a big organisation, 
controlling eight galaxies and come 
2.0OO planets, and tha entire place la 
■warming with danger In tha form of 
plratas f bounty hunters and a liana. 
Achieving the rank of Elite can only be 
accomplished In a much more subtle 
manner. „ 

Your career begins docked In m 
Corlolls space station in orbit around 
tha plan at Lave, with a spanking new 
Cobra Mk 111 spacecraft, 100 credits 
and a fpll tank of fuel- After contem- 
plating this rather low amount of 
money, you can sat about making 
soma mora by the means of InterGa- 
lactic trading. Trading Is a simple way 
Of earning a few bob p but one that Is 
rather tlma consuming. If you learn to 
trada astutely, you can buy much- 
needed additional equipment for your 
ship. Extra weaponry Is expensive, but 
m formality If you are to survive vary 
long In tha alien-infested space lanes, 
Your Cobra has four separate via wing 
windows — front, rear, I aft and right — 
and sa ch ona cmn house a laser 
weapon. Initially, however, only tha 
front view-screen is armed* and than 
only with a relatively weedy pulse 
laser. More powerful (and more ex pen- 
sive > weapons can be purchased once 
you've earned enough cash to pay for 
them* 

Trading between worlds involves 
simply buying goods from one planet 
at a low price, travelling through 
hy perspace to another planet, docking 
with thefr space station (the centre of 
all trading and commerce for a planet! 
and selling your wares at a profit. 
Problems arise when space pirates 
spot you on your way to a planet with 
a hold full of merchandise. This Is 
where space combat comes In, a hefty 
slice of the proceedings, Your ship Is 
equipped with two plasma shields cap- 
able of deflecting laser blasts. Each 
time they take a hit, they mn depleted. 



and when they hit zero you can kiss 
goodbye to your ship, your career and 
your Ufa. Fortunately you cmri give as 
good as you get p thanks to your laser 
and missile systems. Repeated hits 
with a laser cannon should destroy mn 
enemy ship (depending on Its class) 
while missiles mrm far more accurate, 
usually able to knock out a ship In one 
hit with no fuss (unless the missile's 
target happens to own an ECM 
shield!). 

Combat Is not Just restricted to 
bounty-hungry pirates though. Aliens 
In the form of the deadly Insectoid 
Thargold warriors also pose a huge 
threat. They attack without mercy p 
and usually In large Invasion fleets 
that are almost Invincible. Fortunately 
they don't appear too often. The police 
can be a problem, too. They usually 
leave you alone, but if you do some- 
thing stupid like trade In Illegal mer- 
chandise or open fire on a space sta- 
tion, a squadron of Vipers will be onto 
you before you know it. 

TRADING PROBLEMS 

Making money through trading 
isn't as easy as it may seem. One 
of the major problems is that the 
Corf oils space stations are not allowed 
to transmit their buying and selling 
prices outside of thefr own system, 
which means you don't know how 
much you can sell your merchandise 
for until you've actually jumped into 
that particular system. If you're lucky, 
vchj can sell at a profit, but if you're 
un lucky, you 1 ! J be forced to sell at a 
loss if only to be able to buy enough 
fuel to get to another planet. To pre- 




If you want CO buy Some merchan- 
dise, here's ehe place to do it. Note 
the flashy new icon systems. Food is a good buy 
but stay away frofn the firearms if you don't 
want the internal actic Sweeney on your back. 

vent this, It's advisable to call up 
information on the different planetary 
systems beforehand. The data is 
vague, and will only tell you if the 
planet is rich or poor, and if it special- 
ises in agricultural or industrial goods, 
but if you're shrewd you can use this 





Trading 
very well 



nformatlon 
(along with 
the tips in the 
manual) to have 
a good idea of the 
market prices, 
n food and textiles is all 
but if you want to make 
REAL money REAL fast, forget about 
your principles and start trading in 
Illegal goods such as firearms, slaves 
and narcotics (the Latter Item sells 
extremely well on BenJohnsoniaJl, 
There's plenty of money to be made in 
illegal trading, but the risks are very 
high. P^ot only will you incur the wrath 
of the Galactic Police < who shoot first 
and interrogate later) but you'll also 
become the prime target for the many 
bounty hunters who roam the galax- 
ies, looking for ships of G'ffender or 
Fugitive status. 

EXTRA WEAPONS 

If you want to survive for longer 
than a few femto seconds, you need to 
upgrade your ship. A whole host of 
different laser systems are available, 
including the awesome Military Laser, 
as well as Electronic Counter Measure 
Shields for the deflection of enemy 
missiles, extra energy banks which 
allow your shields to recharge more 
quickly, and a range of non-combative 
equipment, including Docking Cornpu- 
ters, which end the aggravation of 
manual docking; cargo bay exten- 
sions; escape pods for when the going 
gets TOO tough, and Fuel Scoops, used 
to pick up cargo canisters left behind 
by destroyed craft. In fact the only 
items lacking which would make life 
complete are the personalised sun 
strip and the furry dice. 



■he Data On System option pro- 
vides up-to-date information on 
any planet you pull up from the Galactic Chart 
- a sort of space-age teletext, Without using 
this, you've got virtually no chance of making 
any money out of trading and will probably go 
bust before too long. 




■he Wolf Mk ll + Just one of the 
many ships you encounter in 
Elite. A deadly craft is this one (and one that 
doesn't appear in the 8-bit versions - Ha!} 
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O Amiga owners will be 
glad to hear that Elite is 
very nearly finished and 
is due for release some- 
time in November, It 
won't look very different to the ST 
version apart from perhaps slightly 
faster graphics and enhanced sound. 
The Amiga interpretation of the Blue 
Danube Waltr (the docking music fo* 
the Philistines among you) is being 
handled by binary maestro Hagar + and 
is reputed to be brilliant (well that's 
what Gary Liddon says). Update next 
month. 



Jyperspace - the only way to 
■ travel. If you're unlucky a Thar- 
goid fleet will intercept you before you re- 
enter, and the game is effectively over. 
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^^*^^^B Elite is a classic game. 
I ^H M there's no doubt about 
^L iH it, and it has to be said 

r M that all the original 

k^fl game play features 

have been retained^ and improved in 
some cases. A rendition of Strauss' 
Blue Danube still accompanies the 
automatic docking > as wetl as making 
an appearance on the title screen. The 
conversion from vector to filled 3D 
graphics has been handled very well. 
That said, a lot more could have been 
done graphically, such as a decent 
parallax star-field and a more suitable 
cockpit design (the one at the moment 
doesn't really suit the feel of the game 
at all!}. These minor faults aside. Elite 
on the ST represents a competent im- 
plementation of a timeless concept. 
Despite lacking many o* the refine- 
ments present in Gremlin's FOFT, such 
as being able to land on some of the 
planets, Elite remains almost as play- 
able, But it's FOFT that narrowly has 
the edge on its classic counterpart. 
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PRICE: 

RELEASE DATE: 

GRAPHICS 

SOUND 

PLAYAB1LITY 

VALUE 



£24.9S 
Out Now 
80°o 
51% 
88% 
84 %> 



OVERALL 86% 



You're in for a shock when you 
move a Rook. The huge stone- 
walled castle metamorphosis**- into a lumber- 
ing rockmait with glowing eyes, much like The 
Thing of Fantastic Four fame! 
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Another neat; touch becomes apparent when you access the game options via the 
pull-down menus at the top of the screen, They come In the form of blue velvet 
scrolls held aloft by a pair of winged cherubs, complete with sampled flapping noises in stereo. 




The King defends himself from the 
E 



Afifht between two Knights. 
I 



Bishop in his own inimitable sty-' ^^Here we see Red methodically 

^ ; Out comes the Magnum and bang goes the dismembering Blue, arm by arm and lee by lee. 

with his trusty sword. 



Bishop's spinal column! 



n these modern times of such 
advanced entertainment as 16- 
bit games. Compact Discs and 
Neighbours, it is hardly surpris- 
ing that the age-old game of 
Chess is all but forgotten (unless 
you're an intellectual or your name 
ends In "ov"). The few binary Chess 
games that have been released in the 
past, such as Chess master 2000 and 
Artco's Art of Chess have concentrated 
more on providing a chellenge to sea- 
soned players than actually making 
the basic game simply more enjoyable 
to play. Battle Chess Is different. True, 
it + s a Chess simulation at heart; but it's 
been presented in a very original man- 
ner— if you remember the scene in Star 
Wars where R2D2 and Chewbacca play 
a futuristic game of Space Chess, you 
should have some idea of how Battle 
Chess works. 

The board is displayed In forced - 
perspective 3D, as are all of the pieces. 
Bishops really are old men carrying 
staffs, the pawns and the Knights are 
dressed for conflict in flinting chain- 
mail, and the king looks particularly 
regal carrying! his official mace and 
wearing a long velvet train. The atten- 
tion to detail is marvellous. 

Moving a piece is simple enough, A 
hand cursor is guided around the 
board, and a square flashes red whe- 
never the particular piece occupying it 
can be moved. A single click highlights 
the square, and the cursor then high- 
lights all possible destination squares 
as they are passed over. Clicking on a 
destination square moves the piece. A 
slick animation sequence then follows 
in which the chosen piece comes to life 
and walks to its destination square, 
accompanied by sampled sound 
effects. Whenever a piece is moved to 
take an opponent's piece, the standard 
walking sequence follows until It 
reaches the target square. The oppos- 
ing piece on that square then shuffles 
aside to make room, both pieces limber 
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Even if the slightest thought of a 
game of Chess sends you to sleep. 
Electronic Arts* latest offering is 
guaranteed to have you on the edge of your 
seat thanks to its original (and overly- vio- 
lent) approach to the classic 
board game. Gary Whitta dons 
his armour and enters the 
fray„. 





up and a battle sequence ensues. There 
are plenty of battle sequences Incorpo- 
rated, and the one that is played out 
depends on which pair are fighting it 
out- For example, one knight defeats 
another by chopping off his opponents' 
arms and legs, in true Monty Python 
And The Holy Grail style? The Queen 
has a habit of frazzling her victims 
with a magic fireball while the King 
has a range of attacks available, from 
knocking opponents down with his 
parliamentary mace to blowing them 
away with a fc <W Magnum* 

For the more serious Chess player 
who can't be doing wSth all these 



lengthy and explicit combat sequ- 
ences, a standard 2D option is pro- 
vided which cuts out all the flashy 
animation and sampled FX* replacing 
them with the (relatively mundane) 
flat display used on TV Chess cover- 
age. There's a host of options, all 
available in both display modes, includ- 
ing the obligatory One and Two Player 
modes. 10 skill levels, suggest move, 
force move, a clock that can be set to a 
variety of times* the option to set up 
the board to any connotation that 
takes your fancy, and there's even the 
facility to link up and play with 
another person via a modem! 




O Battle Chess is quite 
simply a wonderful 
game. Unlike EA's pre- 
vious effort, Chessmas- 
ter 2000 r Battle Chess 
is immense fun to play — ■ even if you're 
not a Chess fan. This of course* is all 
due to the fabulously entertaining com- 
bat sequences- The first time I saw 
them, I was practically doubled over in 
fits of helpless laughter. There Is some 
doubt as to how long it will be before 
the combat sequences become tire- 
some, but it's obvious that they inevit- 
ably will. Put when they do. you can 
always resort to the 2D option for a 
spot of serious gaming. The computer 
opponent is a formidable one even on 
the earlier levels, and when the timer 
comes into play, things can get awfulfy 
frenetic! Undoubtedly Battle Chess Is 
the best game of its kind on the Amiga, 
even surpassing Chess master 20OQ. If 
you're a Chess fan, you should go out 
and buy this game immediately. If 
you're not. you should buy it anyway. 



PRICE: 


£24.95 


RELEASE DATE: 


Out Now 


GRAPHICS 


78% 


SOUND 


83% 


PLAYABELITY 


82%* 


VALUE 


78% 



OVERALL 84% 



^^^^^^^1 Unfortunately Electro- 
m^m sj nic Arts has no plans 
^L ^H I for an ST version of 

P M Battle Chess. If you 

g|^f I wish to protest about 

this rather sad state of affairs and 
thus attempt to prompt a conversion* 
write to EA at 11-45 Station Road, 
Lang ley Business Centre, Lang ley. 
Siough h Berks SL3 SYN. 



J^fct Yes, there IS a PC ver- 

^k |T ^^^ siori of Battle Chess in 

^l yM ^^^T the pipeline, but wnrk 

^%H t^F has only just started 

^^^T and so you won't be 

able to play it until after Christmas 

watch this space fo details... 
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Ioving pieces couldn't be easier. 
The pawn has been selected 
(indicated by the red highlight) and when the 
hovering hand i* clicked on that blue lined 
square directly in front, the pawn will strut 
ewer to it in time with some metallic clanking 
effects. 
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Your plane has ditched on a 
mountainous plateau 
somewhere in deepest 
Tibet, Vbu and your 
companions are alive. 
A large shape moves toward 
you, you rub your eyes in 
disbelief; a Dinosaur) - 
where are you ... and when? 
Stunning, monochromatic 
3D graphics and 4 way 
stroll ing .give that '50's 
cinema mood as you learn 
not only to survive, but also 
that your companions are 
not all they first seemed I 
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One phrase sums up the 
success and appeal of 

Arkanoid -'Til just have 
another go!" Arkanoid is 
addictive! Using all the 
capabilities of the 16 bit 
micro this conversion is 
almost an exact replica with 
all the excitement of the 
original Taito coin -op smash 
hit. This is Arkanoid -the 
blockbuster. 
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Exceptional graphics, innovative 
game design and digitised sound 
ail add up to recreate the 
atmosphere generated in the bo* 
office smash nit. Closely following 
the original storyline you take 
your pMtoon r selecting individu^ 
men for assignment, who will 
encounter the enemy and their 
many booby traps as you seek Id 
find the enemy's underground 
headquarters;. On en ben ng the 
warren of tunnels you wiN need 
flares and a keen eye -your 
enemy will funge at you, from 
beneath the waters- which flood 
the tunnel floor, wielding vicious 
knives -the atmosphere itsetf is 
enough to kill! 
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DALEY IS BACK Enter the 1988 Olympic Challenge with 
Daley Thompson as you 'work out' in the gym r where your 
efforts will directly affect your performance in the 
competition iteetf - another first from Ocean, 

Ten Olympic events indude Long Jump. Shotput High 
Jump, 100m Sprint 400m r 1 10m Hurdles, Discus, Pole 
Vault, Javelin and 1500ffi. You will need all your skills to 
build on what you hope was. an impressive work-out and r 
as is necessary for all topflight athletes, your judgement to 
select the most effective equipment for each event is now 
vital - a decision which can win or lose you a place on the 
podium. 

This isn't just another sports simulation, this is a Daley 
Thompson 'event' where all his talent and humour burst 
through to make a thrilling and enter taining game play for 
all the family Go for the Olympic Challenge! 
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Cinemaware's 
latest binary 
epic is a nos- 
talgic tribute to the 
cult Saturday morn- 
ing serials of the 
1940s and is also 
possibly their most 
successful attempt to 
capture the atmos- 
phere of the cinema 
to date. Gary Whitta 
has a front row seat. 

he year is 1 940. The place, 
^Fort Dlx, New Jersey. Spe- 
cial US Army engineer and 
all-round good guy, Com- 
mando Tom Cody is work- 
ing late one night on an experimental 
secret weapon when In a deafening 
clap of thunder and a flash of dazzling 
light, he looks down to his desk to find 
a collection of mysterious equipment 
including a deadly ray gun and a futur- 
istic rocket pack. Pondering over ex- 
actly what they are used for and how 
they got there, he notices an accom- 
panying message which explains to 
him that the equipment h^^ been sent 
back through time from the year 2040. 
It goes on to explain that the war 
currently being fought against the fas- 
cists will be lost and the whole world 
will go onto be conquered by the Nazi 
war machine unless Cody can stop 
them single handedly (with a little help 
from his new-found equipment). 

Thus begins Rocket Ranger, the 
latest Amiga blockbuster from Cinem- 
aware, Like many of their previous 
releases. Rocket Ranger is comprised 
of several sub-games, each one requir- 
ing com p let ion before the overall objec- 
tive can be achieved. Winning the game 
involves thwarting the plans of the evil 
Leermeister, a Nazi colonel who has 
hatched a dastardly scheme to win the 
war by using a new form of deadly 
bomb powered by Lunar] urn, a radioac- 
tive substance found only on the Moon, 




where most of die strategic side 
of Rocket Ranger take* place. Cody has five 
secret agents that he can use to scour the 
world in search of Nazi activity, A cursor and 
menu system is used to man ipu late the five 
operatives. Agents can be ordered to Infiltrate 
any country at any time, and can also he told to 
maintain a high or low profile. Those who 
maintain a tow profile have little chance of 
getting caught, but take time to transmit their 
findings back to the base. High profile agents 
work more efficiently but also run the in- 
creased risk of blowing their raver. If you're 
lucky your agents may find a clue to the 
location of a Nazi installation or even the Nazi 
base itself. Information has to be gathered 
quickly though, as if Cody hangs about and 
spends more than 12 months at the base, he is 
court- martial led far cowardice and the game is 
lost. 

To get the Luna Hum from the mines on 
the Moon, the Nazis are brainwashing 
women {since men are weakened sub- 
stantially when in contact with Lunar- 
Turn) into mindless zombie- like slaves 
to that they can be sent to the Moon 
and put to work in the mines. As soon 
as the Nazis have enough Lunarfum 
they can launch a deadly zeppelin 
bombing raid on the United States and 
conquer the free world as we know it 
. , . Yes. it all sounds ridiculously corny, 
but the plot has been deliberately writ- 
ten this way to tie-in with the camp 
atmosphere of the cinema original that 
inspired the game - King Of The Rock- 
et Men. 

To stop the Nazis before they can 






^^^ ■ylort people new to ocket Ranger 
^^ 1^1 won't want to hang about fort 
Djk p and will want to get down to the much 
more exciting Business of strapping on the 
rocket pack and taking off. Unfortunately it's 
not that straightforward. First Cody has to use 
the secret decoder wheel supplied with die 
game to load the rocket packet with the 
correct amount of fuel for the selected target 
country. Then it's out onto the parade ground 
where he can begin his takeoff proper. Cody, 
showed from the side, sprints across the 
makeshift runway and the fire button must be 
pressed to coincide with his footsteps. It takes 
a bit of practice to get the timing right, 
especially when the rocket pack contains lots 
of fuel* but it pays to be patient as three 
failures costs two valuable months of training. 
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realise their dreadfui plan, Cody must 
assemble a space rocket and steal 
enough Lunarium to enable him to fly- 
to the Moon and destroy the Lunarium 
mines. Before he can do so however, 
he s got to locate the pieces of the 
rocket and capture them while holding 
back the Nasi war effort 

^^ finding the different sections of 
™ moon rocket is easy enough, but 
actually capturing diem if a different story - 
When Cody arrives at the newly-found ba*e P he 
has to partake in fisticuffs with the burly 
German soldier guarding the precious piece of 
rocket. Si* fighting move* are available, both 
offensive and defensive, and the action ti 
accompanied by some meaty sampled biffs and 
oofs. The bars at the bottom of the screen 
display the energy remaining for each com- 
batant. Should Cody'* energy be reduced to 
zero, he is captured and time it lost. If the fight 
goes t*ve other way and the Nazi it knocked 
out, Cody gains access to the rocket room and 
the stolen rocket section is shipped back to the 
fort. There are five rocket sections in all. each 
one guarded by a progressively harder Ger- 
man, the fifth being the It40's equivalent of 
Arnie Schwarzennegger 



of the many sub-games 
F seemingly inspired by Sega'\ 
Space Harrier, this mini mission is undertaken 
when responding to messages from your « 
agents that give details of miscellaneous Nazi 
activity, such as a secret brainwashing plant or 
bomb factory. While Cody is flying peacefully 
above the clouds* he is intercepted by a crack 
squadron of Messerschmits. Fortunately he can 
knock out the marauding fighters with his 
rapid-fire radium gun which unleashes glowing 
globs of radioactive energy with just a stab ol 
the fire button. The Nazis don't take this kind 
of hostile action lightly though, and don't 
hesitate to open fire. Cody's body armour 
allows him to take two direct hits, with the 
third forcing him to emergency land else- 
where Usually the Nazi's efficiency rating 
drops as a result of a successful mission, buying 
Cody some much needed extra time- 
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LUNARIUM PLANT RAID 

Lunarium doesn't last forever, so it's necessary to replenish your supplies every now and then by 
raiding either of the two secret Nazi Lunarium plants. Your agents shouldn't have too much 
trouble finding them (W you put them all in Africa - hint hint). Alt the targets In this part of the 
game are ground-based p taking the form of ack ack guns. Cody has to take them all out p only this 
time targeting is more difficult, as Cody has to allow for his radium bullets to hit the ground and 
form a puddle which destroys the ack-ack guns. Destroying all the gun emplacements allows Cody 
to raid the base, filling up his rocket pack and sending any remainder back to the fort for later use. 
ARMED COMBAT 

A bit of a dark horse this one p as it only appears very rarely, mainly as an occasional substitute for 
the'ack-ack'game, {especially when the Nazi base is found to he somewhere in South America). 
Armed once again with his trusty radium gun, Cody takes cover behind a row of bushes in front of 
a mystical inca temple where the Nazis are holed up. Gun turrets systematically strafe Cody, and 
it*s up to him to avoid or destroy them. The lack of a cross-hair makes it difficult to aim at first! 
and trickier still is the fact that only the turret currently firing can be shot* 

FEMALE LUNAR ZOMBIE SLAVE SHOOT OUT 

Very similar to the Armed Combat game, the final battle takes place once Cody has assembled all 
rive rocket pieces, acquired five hundred units of Lunarium and flown to the Moon. Scantily clad in 
leather hip-boots and studded boob-tubes, the voluptuous lunar zombies slide down ropes before 
opening fire on Cody. Not only do they attack a lot more frequently, and in greater numbers than 
their temple-based couterparts, but there is a painfully short time limit. Men are weakened when 
in contact with Lunarium, remember. That's right, Cody has only a couple of minutes to destroy 
all the slaves before his vision dims and he passes out under the influence of the Lunarium. 
Complete the game and , * . well, that's for you to find out. 




■he brilliant professor Bamstorff and hts beautiful daughter Jane have been captured 
by the Nazis and are on board a Zeppelin en route for the Fatherland, where the pro* 
will be forced to tell the Nazis all he knows about Lunarium, thus speeding up its production and 
bringing forward the date of the Nazi bombing raid. With the Zeppelin currently speeding across 
the Atlantic, Cody has a very short time to takeoff and intercept it. After the takeoff sequence, 
there's yet more Space Harrier fun here as the huge pink (?) Zeppelin drifts slowly across the screen, 
lobbing air-to-air torpedoes at Cody, whose only form of defence is (you guessed it) the radium 
gun. There are three different sections to this stage, and in the last two Cody must concentrate on 
trying to hit the Nut gunners in the undercarriage without hitting the huge airbag itself. If Cody 
can do this, he can board the balloon and attempt to convince the professor and Jane that he's a 
good guy by choosing the correct responses to Jane's questions from a selection of four replies. 




O Rocket Ranger is with- 
out doubt Cinema war- 
e's best game to elate, 
The idea of putting 
several sub-games 

together to form an overall mega-game 
has never been implemented so well, 
even by One ma ware themselves. As 
usual the graphics are absolutely first 
class throughout. Animation is of an 
extremely high quality and the bril- 
liantly designed opening sequence suc- 
cessfully capture*, the atmosphere of 
the 1940's B movie. Sound, although 
not quite so good as previous Cinema- 
ware releases is excellent throughout, 
and what little speech there is works 
well. In The Three Stooges the sepa- 
rate games didn't hang together that 
wall and the overall game suffered as a 
result. Rocket Ranger on the other 
hand manages to pull all the different 
games together to produce a product 
which ranks as one of the best Amiga 
games so far. Wonderful. Not to be 
missed. 

PRICE £29.99 

RELEASE DATE Out Now 

GRAPHICS 85% 

SOUND 769b 

PLAYAB1LITY 86% 

VALUE 71% 

OVERALL 86% 

j^L^*^B**»*a Even as you read this. 
e*M pJ tne finishing touches 
^L ^U Ate being put to the ST 

^ ^B version of Rocket 

Ranger, in time for amid 
to J ate November releaser No screen- 
shots as yet, but here at The One we 
see no re Aon as to why It should be 
any different to the excellent Amiga 
version, apart from any minor colour or 
music changes, 



jg^ B*w No doubt PC owners 
^M §T|^^l will want to get their 
^H ^P hands on a copy of 

^H Br Rocket Ranger as soon 
^^F as possible, but they'll 

have to wait a fair bit as it wont be 
released until next year. When it is 
however* you can expect to see some- 
thing special, with Cinemaware keen 
to provide both CG A and EGA versions 






Star Goose! 
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If you 've scrolled over one alien landscape, you f ve scrolkd-em-all The whole Universe gets to be 
Straight City. That is, until you enter thewierd and wacky world of the Norn! Experience the 
cinematic Big Mother ship inlro....the Full-Beef-scroll (the WHOLE screen).,.. eight 3-D heavily de- 
fended landscapes... shoot through the supply tunnels when the Notnmans keep their Eyes on 

you. ...and fly the Star Goose itself. 
The first original vertical scroller in years.. ..from the Godfathers of the Liverpool Games Scene, 

Steve Cain and GP "Kenny" Everett 

ATARI ST, AMIGA FOR £19.95 - PC FOR £24,95 

MASTERWORKS FOR THE MILLENIUM 




••fftis is alien landscape gardening q/Q 
Computer Gamesweek 
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VISA 



tt highly compelling, very addictive 99 Phone your order now on our 
Amiga Computing credit card hotline for prompt 

delivery (0933) 79300 

Log otro N 

recreation Logotron Ltd, Dales Brewery, Gwydir Street, Cambridge, CB1 2LJ (0223) 323656 
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IT'S YOUR ONLY DEFENCE 



IT'S MECHANICAL 






IT'S BIOLOGICAL 
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IT'S BEHIND.YOU 
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ELECTRIC DREAMS 

S O f ,T '.. ■• 



Available soon on Commodore 64/128 
cassette {£9. 99} and disk {£14.99}, 
Spectrum (£9.991 Amstrad cassette 
{£9.99} and disk {£1499} Atari ST 
{£24. 99} and on Amiga {£24 99}. 

FTYPE 1 " 

■© igm ikivf coRPDHAriaN 

LICENSED TO ELECTRIC DREAMS 







16-BIT G* 

E != THE BEST P aCK * &n o TIP! 
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Dick is a hero in magnetic 
shoes, and on the first 
(eve I you get to do battle 
with a fiendish alien 
monster that looks sort 
putrid pumpkin. Very 
threatening. Is it me or Is all this odd? 
You could easily be forgiven for be- 
lieving that Albedo is actually ten 
games in one. It could be because when 
you load it and check out the options 
screen, which* amongst 20 other 
things, gives you descriptions of all the 
plots on all the levels . . . "Fight the 
star T , ." "Kill the monster which feeds 
on energy . + ." "Search the maze . , t ** 




game with a super human 
.deity called Dick? Albedo, the 
latest bizarre offering from French software 
house Loriciels has Graham Taylor wondering 
if something got lost in the translation . . . 



h/* " r 



4SP 



and so on. This is an error, the different 
levels have far more in common than 
anything else and p in some cases, (such 
. '•■ killing the monstrous green pump- 
kin monster) barely deserve the title 
'lever at all, 

Loriciels Is a master of the game 
hybrid, sometimes this works and 
sometimes . . . Albedo is Asteroids (a 
lot) meets Breakout (a bit) meets 
ridiculous plot. Imagine this: you play a 
hero with metallic shoes that enable 
him to walk around walls or to jump 
from one wall to another by a smartish 
left right motion of the mouse then to 
drift through space until the other 



walls' gravity picks him up. To summa- 
rise: it's easy to walk around the walls 
but hard getting quickly from one to 
another, for example when small 
pieces of pumpkin monster are bounc- 
ing around. 

You have a laser and on some levels 
grenades. Sometimes your supply of 
laser power Is limitless, while on other 
levels you have to replenish it. Either 



► ^Hne of the simplistic, samey 
\J shoot "em up screen* encoun- 
tered. The action is almost as interesting as Che 
odd options screen. 
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The Commodore ver- 
sion is nearasdammit 
identical to the Atari ST 
Albedo. That's to say, a 
little bit strange, mildly 
playable but not very rewarding. 



PRICE 

release: date 

GRAPHICS 
SOUND 

PLAYABILITY 
VALUE 



£19.99 

Out Now 

68% 
30% 



OVERALL 41% 



way N the basic objective on each level 
Is to reach a minimum score. Get the 
minimum score on the First four levels 
and you may select later ones, until 
(gasp) you reach THE ULTIMATE 
LEVEL. What will It hold? 

Well if the first batch of levels are 
anything to 90 by T it involves moving 
slowly, across the screen, blasting at 
the baof guys with your laser, watching 
them break Into lesser pieces {just like 
Asteroids) and 90 bouncing around the 
screen and into you- Guess what hap- 
pens then * . . That's right, you run out 
of energy. Can you get the big score 
before enough bits of monsters, stars, 
bouncy ballbearing things, etc. hit you 
as you drift from one wall to the 
other? 





m There just isn't enough 
variety In Albedo. One 
level has you blasting 
and blasting at a single 
monster until you've 
raked up enough hit points, and 
another has you blasting monsters and 
collecting giwi.irir-s until you've . . . 
Another has you blasting at stars (."?> 
which split up until you've ... And so 
on ... Either way It's lots of things 
bouncing around the screen while you 
try and clank or drift your way from 
one wall to another. The graphics are 
somehow colourless and, unusually for 
Lo ridels, just badly drawn. The music 
sounds like Jean Michel Jarre, which is 
either good or bad depending on your 
tastes. I wish I could find something 
positive to say r . T OK, the options 
screen is quite nice. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.99 
Out Now 
29% 
68% 
39% 
30% 



OVERALL 41% 




ernan 




The Fernandez of the title Is 
an evil dictator who has 
recently captured an 
otherwise peaceful South 
American country, and 
rules over Its inhabitants with Bn iron 
fist, The terrain Is littered with enemy 
barracks, machine-gun emplacements, 
truck s p tanks, patrol boats and POW 
camps, in which hordes of friendly 
soldiers are incarcerated. 

The aim of the game is to guide crack 
commando Harm an through this occu- 
pied territory, in order to assassinate 
the eight members of Fernandez's Jun- 
ta, and ultimately progress to the 
dictator's headquarters, defeating the 
tyrannical despot and freeing the land 
from oppression. 

H airman traverses the countryside 
on foot, with the scenery scrolling 
vertically beneath. The commando's 
armoury consists of a machine gun 
(with unlimited ammunition) plus 
dynamite and a rocket Launcher with a 
limited supply of rockets. Extra sup- 
plies are obtained by using the dyna- 
mite to blow open stronghold doors, 
and collecting the stores therein. Simi- 
larly. POWs are liberated by blowing 
the doors on their armoured billets; the 
prisoners are then given covering fire 
while they escape oft-screen, In both 
cases, Harman should avoid the dyna- 



Mirrorsoft's Image Works label con- 
tinues its attack on the 16-foit front 
with a shoot 'em up in the great 
tradition of Commando and Ikari Warriors. 
But have we seen it ail before? Steve Jarratt 
goes in for the kill, guns blazing... 



JPiW 
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iss goodbye to the big green tank 
. r Bye bye, 



mite blast which destroys crack com- 
mandos as effectively m a reinforced 
door. 

Occasionally* a jeep appears parked 
outside one of the local garages, and 
may be boarded by pressing the fire 
button or tapping the space bar on 
contact with the vehicle. Once behind 
the wheel, Harman cuts a swathe 
through the enemy soldiers* and can 
use the jeep's supply of rockets rather 
than his own. 

The^jeep Is not Immune to attack 
though, and after several hits it bursts 
into flames. Unless Harman can bale 
out or get to a car wash to douse the 
fire, the jeep explodes, killing him in 
the process. 

Fernandez's Junta generals are sta- 
tioned at intervals throughout the land 
in eight bases emblazoned with red 
cross symbols* Again* dynamite Is 
used to breach the doorway, after 



which the panicked officer runs out 
and can be gunned down for bonus 
points and an extra life. 

The concept of the Commando-style 
shoot "ern up is rather long in the tooth p 
but the only examples of the genre of 
any merit available for the 16-bit 
machines are Elite's conversion of 
Ikari Warriors, Microdeal's Leath- 
erneck, and TNT, from French soft- 
ware house, Infogrames. Compared to* 
these. Fernandez Must Die doesn't fare 
too badly, and the only thing It really 
lacks Is the multiple player option — 
which to many people Is no great loss 
anyway. 

The gameplay is relatively simple. 



m* S *£ 



"/** ***** 



► 



The car wash and garage, If you lost 
your jeep earlier, there 1 * a flashy 
new 'F* reg model waiting here to replace it. Not 
only tiiatp but you can use the car wash on the 
left to extinguish any fires in the engine caused 
by excessive damage. 





zMust 





Lite of the evil 
junta dicta- 
tors has been flushed out 
from his hiding place and is 
now running about desper- 
ately trying to get out of the 
way of your machine gun . . . 
which he won't of course. 
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he 

house 
is an invaluable 

opportunity to 
gain an extra life, 
Blow open the 
door, total the 
safe with some 
dynamite, and 
bingo! An extra 
life 4s yours. 

but the addition of breaking Into stone- 
rooms and buildings to collect ammo 
or free POWs adds a little variety. The 
assassination of Junta members also 
provides another twist to the hack- 
neyed scenario. 

The scenery and characters in Fer- 
nandez have a very pleasant cartoon 
quality about them (which lessens the 
impact of the mass murder portrayed), 
which are uncomplicated, yet appeal- 
ing and adequate for the job In nand. 
Mirrors.oft reckons the game Is 256 
screens high, and would take around 
AO minutes to complete. Just by trog- 
ging through the landscape as fast as 
possible. However, a Little diversifica- 
tion would increase the lasting interest 
of the mission, which gets a bit 'samey' 
after a few dozen screens. 



mThe number of charac- 
ters On- screen, plus the 
accompanying bullets 
provide a suitable 

'action- pa eked' environ- 
ment (even if it does slow down at 
times), and the atmosphere is en- 
hanced by some clear sampled sound 
effects of gunfire and death screams. 
While that is quite effective, there are 
only four or five different samples — a 
greater number would have added wel- 
come variety to the proceedings. Scroll- 
ing is reasonable, considering the col- 
ourful nature of the game and the 
number of sprites present, and the 
pace is general ly fast enough for the 
style of play- However J often lamented 
the slow frequency of the rocket laun- 
cher — bearing in mind the considerable 
opposition provided by gun emplace- 
ments etc. In this case, a separate 
Keyboard option would have bean wel- 
comed. AJI in all though, a worthwhile 
venture for fans of the type. 



PRICE: 
RELEASE DATE: 

GRAPHICS 
SOUND 
PLAYABILITY 
VALUE 



£19.99 
Out Now 
65% 
72% 
77% 
65% 



OVERALL 73% 



©The Commodore ver- 
sion of Fernandez Must 
Die is a straight port- 
over from the ST. To 
this end, the comments 
above hold true, although the Amiga 
does manage to keep the action going 
at a slightly faster pace* and the sam- 
ples, as expected, are a lot clearer. 
Possibly disappointing — there is a lot 
of unfulfilled potential in the Amiga 
version* mainly where the graphics are 
concerned but it h s still a jolly romp 
nonetheless. 

PRICE: E24.99 

RE LEASE DATE : Out Now 

GRAPHICS 60% 

SOUND 70% 

PLAYABJLITY 78% 

VALUE 64% 

OVERALL 74% 
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□ AMIGA PRO SAMPLER STUDIO + DATEL JAMMER 



9 A top quality sound nmpllfuj system 

at a realistic price. 
100% machine code software for 

realm in- Functions, 

HiKes s.iniph- ■■.lilh:- 

HeaJtime frequency display. 

Reftttfme level meters, 

Ftle» saved in IFF lormat. 

Adjustable manual /automatic record 
triii level. 

only £69-99 please 



9 Variable sample rate ft playback speed, 
, Seperale scroll line waveform windows 

I .In-, /i Ki:i i liirK-tion. with Edit windows 

ibr fine accurate editing, 
$D shot of sound waiTform. Wove 

i.-: I i i : 1 1 r 1 1 >: 1 1 -m^i i \ imr own waveform s 

nr.-id|ii-i !>i-iir»t5 OCH& 
Microphone & line input t /4 Jack ft 

Din LuniH-riiuiis 
Software file* can be used within 

other musk utilities. 

STATE ASOO/ 1 000/ 2 000 



Tf\ complement the Sample Studio the 
Dai el .Jammer £jve* yuti i 5 octave 
keyboard to play A record vour vim pled 
sounds 

FEATURES:- 

^ 4 track sequencer up to 999^ c\ ini i 

Tempo A Beat controls. 

^ Mixer 1 Controls on lnstrunn.i:i-- 

La* id & Save sequence. 

# Works on stancteird JFK file sounds. 





□ MIDIMASTER 

£ Fu LI Midi Interface for A500/ ] 00©/ 
2000 Iptease state modi 1 1 

Compatible Willi most leading Midi 
packages [including L)/ Music). 

Midi In - Midi Out a3 - Midi Thru. 

# Fully Oplo Isolated. 

9 No need io p;iv liunv hull Mnli 
standard. 

only £34.99 



□ MIDI MUSIC 
MANAGER 

A TRULY PROFESSIONAL 
MIDI PACKAGE AT A 
REALISTIC PRICE 

% Play aani j i U : I - n i nr Is i til Al 1 1 i uja from 
any Midi track. 

# Full dubbing - listen to one trade 

while rcf-rniiiim ann-lker. 

9 Works with many Midi I nl crfaces 
_ ^ Hich^linti l><itel Midi Master Jscc Ad| . 

M IDI CABLES ^ H realtime Midi tracks lor record/ 

pla>tnCnk, 

Adjustable track length ■ limited only 
by available memory. 

% Works with standard IFF 1 1 N — . 



9 Top quality. 

A 3 metre lentil li. 

ONLY £6.99 PAIR 

UNBEATABLE VALUE 



only £39.99 



Q 1 MEG 
INTERNAL 
DRIVE UPGRADE 

# Replace Interna] FtfiOK drive with a 
full I rncsi un11. 

^ Top quality NEC drive uillL 

# FUN fill Eil£ instructions 

^ Easily fitted, ilu special skills 
rcquLred. 

^ Direct plug In replacement. 
^ Available now. 

^ When considering a drive rcrjlaeement 

rr.mcml^r that Vitality is most 
Important. 

only £79.99 



□ DATA/SWITCH 
BOXES 

A/EJ type conned two printer* to one 

n n i n i p\ i leaf or vice-versa. 
9 Centronics connert In i -■■- 1 KS2J2 

Serial connect kins (25 pin], Hease state. 

only £24.99 

^ Atm: type cociitect three prtnters to 
one COtliputer or viee-versa. 

# Centronics or RS2-32 conrlectlons. 

only £34.99 

Ml 

□ PRINTER LEADS 

25 pin "D" 10 36 way Cenlronhs 
parallel lead. 1,2m Length. 

01 ASOO or 1000. please state. 

only £8.99 




□ ST COPY - DEEP SCAN NIBBLER 



< ;i|i\ .in rriiiii' iljsk even highly 
protected prjqgr»mnx9 in under 60 

ecconds. 

Works with one drkr ac lwi>, 
Multiple copy option 4ill"Wsyou to 
make many copies i'roin one QiigKnul 
Copy I nr 2 disk sides - up m 85 

r I; irks.. 

Special foiiiiMi | • < i . ■ i .■ i« is for uon- 

Httmdard formata. 

Using LQ40 ST. copy ei whole disk in 

one pass w\\h a single drive. 



Unique INFO' analyser - display* vital 
disk parameters, including sector 

ilis^riJxjllrjc], data dtRpeisii-.ii. 
imcrleave status, etc.. ele. 

Compatible With 5^0 8t 1040 ST. 

Fllll verify option. 

Easy Eo use Icon driven prograinme 
takes the mysleiy out at disk backup 



only £29-99 



J ST SUPER TOOLKIT II 



^ fowediill track/ sector edLtor. 

DispLays up' 1 o Hfi 1 1 ; u ks/ 255 sec I nr-.. 
I- 1 ilk :jh-iih '.Ii i\lii. 



Hun*- rsirij^c ol Featurts I r-H h many to 
]ist. HlRes distil: iv [wUrka mono Ortlyj 



only £1 4.99 
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J EXTERNAL 3.5 DISC DRIVE 




CTRon! 




Q Slimline extra krw profile untt - only 

0, Top quality NEC drive mechanJsiTL 

£ Throughporl allows daJsy-fhaining 

other drlve*. 
A vupcrbfr fttylftd ca** Etaikhftd m 

computer colours 
Fully compatible 
*_V 1 rncjg unformat Led capacity. * 

^ Good length cable for positioning on a 

your de+k etc. 

ONLY £89-99 SINGLE DRIVI 
ADD £5 FOR COURIER DELIVERY 



Value for money - before you buy a 
drive plea** tompare the feature* - 
this drive haw *n NEC drive unit A La 
housed In a aupcrb housing - many 
units available arc built to a price fie 
nol a standard, Dvft'X upend u few 
fKhunda Ltaa Ac end up -with rubbish' - 
flc remember you are buying tVom the 
manuFacturer, 
Complete - no more to buy, 

Single or twin drive models available. 

; £1 49.99 TWIII ™ IVE 



(AMIGA DULY) 



IF REQUIRED 




□ 51 2K RAM EXTENSION CARD 

^ Av;i i hi Nr ivi'h/V. ill i i:ih ralcT ld CT /ctock option. 

% Simply plugs IntcmaDy into A5O0 slot. 

% Switch i n / ". h 1 1 *n rh *wi( cii stippl Icri . 

^ Fitted In minutes - no soldering elc 

Accept ft 4 1 256 DRams (zero K filled] . 

^ With calendar Alock onboard iime/<tatf automatically b^md. 

^ Battery bached to retain Lime/ dale. 

ONLY £1 9-99 FOR STANDARD CARD TO ACCEPT 51 2K 
ONLY £34.99 FOR VERSION WITH CLOCK/ CALENDAR 
PHONE FOR LATEST 
FULLY POPULATED BOARD / RAM PRICES. 
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I J EXTERNAL DRIVE 
SWITCH 

9 Switch in/out of externa! drtvrs. 
9 Save on memory allocated Fr>r drives 

not currently in ufic. 
# Di-i r, de 




□ 1 
UPGRADE KIT 



J REPLACEMENT 
MOUSE 

% FulfrAm^/ST compatible. 
% Rubber coated ball, 

* ^124.99 

JS LITTER LEAD 

^ Allow:* joyvtK k ft: mouse to be 
connected to same port, 

ONLY £4.99 



Complete ks1 In Ell internally Lnio 

520 3TFM 

5I2K of FASTKAM to brinE your 520 

uplo a full 1O40KII 

Filling jh a straightforward soldering 

job - achieved by anyone who has a 

liitle experience. 

Make&imii Fully l N40 Ram compatible . 

t ~ = 1 1 1 1 1 > 1 1 - 1 1 - -a-\\\\ illustrated instructions. 





only £99.99 



J SOLDER/ 
DESOLDER KIT 

9 If you wish to do your own R 

upgrade then we can supply Hie lools- 
^ l> i, i In .. m : 1 1 U rl lie Hun plus a dcsoldcr 

sucker tool & solder. 
A U *f frill for many other Jabs. 

only £9.99 



LY DESPATCHED WITHIN 48 HRS 

O ORDER ... 



BY POST 

El 



lend cheques/ POa made 

pavable to " Daiel 

Elect remits 



FAX 

0782 744292 

# 

UK ORDERS POST FREE 

l.i ROPI A[>[>LL 

OVERSEAS ADD *J. 



CATIOSS CORRECT AT TIME OF FKIJSfc 
TO CHA.N&F v> r ITII()i:i NOTICE 



□ MARAUDER II 

QUITE SIMPLY THE BEST DISC COPIER m 

AMIGA (ALL MODELS) 

^ Supcrlasi disc- topier will Copy ftJfllOflt % 

any f,orniinTt-lal dk»C, 
^ Friendly user interface - Mouse driven 

through out. 

^ L : ■: i k 1 1 1 :■ h - 1 1 ■, ■ ■: sini|.i;ilihLi- Willi Amiga 

multitasking system. 
E¥C3 ! <h -i i V| Hh 1 1 ki i m i-i 1 1 i >i I ri I — 

programs Ituludtn^ !) Print /VkL'o/ 

raln*/ML^k , /'ll ^'1c. 
Supjxrrt^up to 4 drives 

ftlimiltanrouslv Ibr nuillple copus. % 

ONLY £29.99 POST FREE 



ease reserve goods by telephone prior to visit. 
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ig ridge of whit* foam throws your boat into the air w^ LTD F£NT0N [ NDUS TRIAL ESTATE | 
>iit impractical as the boafs speed drops while in ,^ EI ; TON STOKE-ON-TRENT. ENGLAND. 



LIHAs 



TECHNICAL ONLY 
0762 744324 
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LOOKING FOR SOMETHING 
OUT OF THIS WORLD? 




You'll find it at 



C* 



The 12th Official 



commodore 

computer show 



10am -6pm Fri T Nov 18 
10am -6pm Sat, Nov 19 
10am -4pm Sun, Nov 20 

Book your ticket now for the 
show that has everything: 

* The complete Commodore hardware 
range, 

* All the very latest in software - both 
entertainment and business. 

* Peripherals that will add totally new 
dimensions t, D y 0ur machine 

+ Technical advice from the UK's leading 
Commodore experts. 

... and, most important of all, you'll 
discover bargains in the form of many 
hundreds of special show offers. 

You can even save £1 a head before you 
get there by using this advanced ticket 
form 



I ji LI 111 14. "" " 

. tbblng lisii-n to one track 
[.wording another. 

I. with mum Muli iniL-rfacfs 
inji DiiN-l Midi Master |srr Ad] , 
Ihiffl MldJ track* Tor record/ 

I 

liable track length - limited only 

tLhlabLi. 1 Trim inn 



=*l 



■vrilh itandard IFF flks. 

! £39.99 






DAT 







% Full fitting iri^i |-iih-[Ihiili-.. 

Easily fitted. 110 special skill 
required.. 

% Direct ptutf ii\ replaremrnc. 

0t Available now. 

When considering a drtn rq 
renwinber lhaT quality is mo 
important 

only €79.99 
□ ST COPY -i 

^ Copy an enure :\\-k even 11 
|.-i"i>t«ird pro^rann in -s in' 
■ceiBida 

Works with one- drivr w * ' 

\1nIii]iU- rnpy oplkm allow^l 

make many copies from crni 
^ Copy I or 2 disk skies - up] 

Iratk^ ■ 

^ Special formal parameters | 

standard Ebrmafcl, * 

^ UBlnf 1040 ST. i-ojiy a who| 

en? |iFi*.-i with a single dnv<| 



Champagne Suite & 
Exhibition Centre 
Novotel, Hammersmith, W6 

And you just mustn't miss the wonderful world of 
Amiga - where you'll be able to see for yourself 
We ultimate in persona! competing. 

No matter which Commodore machine you use - 
from the C64 up - you'll find just what you are 
looking for. 

All the leading companies servicing each sector of 
the Commodore market will be on hand to 
demonstrate their latest developments. 

Traditionally the liveliest Commodore event of the 
year, this pre-Oinstmas show is one you can't 
afford to miss, 



HOW to gfft uKff 
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Bj Underground: Nearest tutte station is Hammer- 
smrtti jPiccadilly, Metropolitan & District Lines). 

By Bus: 266, 714, 716, 290, 30. 72, 73. 74. 

Car parking facilities available at the Novotel. 
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acy French software house Titus' 

latest is a futuristic shoot *em up 

.with an aquatic flavour. But does it 

offer any improvements over its previous 

endeavours? Gary Whitta is our man at the 

poolside... ♦ 
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That rapidly approaching ridge of white foam throw* your boat into the air when you 
drive over it. Pretty, but impractical as the boat's speed drops while in the alr + 



A weak storyline sets the 
scene for Offshore War- 
rior. The year is 204S 
and Earth has been, 
taken over by a race of 
extra-terrestrials which now monitors 
and controls all life on the planet. War 
and violence have been abolished and 
even sport is kept on a no n- contact 
basis. To provide the action and vio- 
lence that everyone is Longing for, a 
new blood-sport is devised, where 
power boats race and shoot their way 
around aquatic arenas. The com- 
batants in this deadly future sport are 
the Offshore Warriors of the title. 

The player is shown the location of 
the first race, as well as the date and 
time, before the game proper can be- 
gin. The race itself is presented very 
much In the same way as Titus" pre- 
vious two exploits. Crazy Cars and Fire 
And Forget. ie: you view the game 
from a fixed position directly behind 
the craft you control, in this case a 
high-speed powerboat. Although the 
race arena is huge In size, only a 
specifically designated part of it can be 
raced over, and this area takes the 
form of a road-like strip cordoned off 
with buoys. As a further protection 
against you straying off the beaten 
track, a series of rocks line the buoys 
on the outside. 

As there are no lives or even a time 
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limit, the Idea is simply to reach the 
end of each race in first or second 
position, allowing you to qualify for 
the next race. To help you do this, your 
boat is equipped with a missile sys- 
tem. It + s not too difficult to knock out 
opponents, but even so it pays to be 




O Graphically, Offshore 
Warrior fails to Im- 
press. The different 
backdrops are reason- 
ably well defined, but 
move clumsily, as do the objects In the 
water, and the boats are very badly 
drawn. Sound is on the same mediocre 
Itvel J-j the graphics, consisting ot little 
more than a dull title screen tune and 
uninspired In-game effects. As a direct 
result of the poor aesthetics the game- 
play suffers quite badly, and the whole 
experience becomes rather mundane 
and tiresome. A shame really T as the 
idea of taking the standard Roadbl as- 
ters format and giving it an aquatic 
theme is one with plenty of potential. 
Unfortunately Titus has failed to pro- 
vide sufficient thrills and spills with 
Offshore Warrior, It's marginally more 
entertaining than their previous re- 
leases^ but there's still a distinct lack of 
engrossing action to enthral for any 
&r*at length of time, 

PRICE £24,95. 

RELEASE DATE Out Now 

GRAPHICS 40% 

SOUND 51% 

PLAYABJLITY 46% 

VALUE 30% 

OVERALL 41% 



J^ I^L Unfortunately we we- 

jM lT^^^ re n't able to get hold of 

^H ^4 ^^F* a P{= version in time to 

tB Hr review it properly this 

^^F issue, but it certain I v 

doesn't look too bad at all and might 

just turn our to be the best version of 

the lot_ Update next month. 



m Offshore Warrior on ST 
isnt much different to 
its Amiga counterpart. 
The colour is much the 
same, with the odd 
minor sacrifice here and there, and the 
sound effects are also similar. All the 
faults* such as the repetitive gameplay 
and judderv graphics are still evident, 
and when these are taken. Into account; 
it's fair to say that Offshore Warrior 
offers no significant Improvement over 
the Amiga version, 

PRICE £19,99 

RELEASE DATE Out Now 

GRAPHICS 40% 

SOUND 50% 

PLAY ABILITY 46% 

VALUE 32% 

OVERALL 41% 





careful as missiles are in painfully 
short supply. Seeing as only two are 
provided in the first race N the manic 



blasting techniques employed in 
games such as Qverlander and Fire 
And Forget will be of no use here. 

Completing a race in first or second 
position results in a hefty points bonus 
and progression is made to the next 
rat&. The first season starts in 2049 
and consists of four races and complet- 
ing it takes you onto the ZQ50 season, 
again four races long. If you manage to 
complete this season you can progress 
to the world championships in 2051 
and ultimate glory.., or failure and 
death. 




An opponent's boat bites the dust as one of your high powered missiles rams into it r 
Not only do you receive a porky points bonus for the kill, you don't have to worry 
about overtaking him! 



SEVENTEEN BIT SOFTWARE 

AS FEATURED IN THIS MAGAZINE 



THE PREMIER PD DISK SUPPLIERS FOR ATARI ST & CBM AMIGA 

WE HAVE OVER 150 DISCS FOR THE ST AND OVER 300 FOR THE AMIGA CONTAINING AMAZING DEMOS. 

MUSIC, GRAPHICS, ANIMATION, GAMES, UTILITIES PLUS LOTS MORE SENSATIONAL SOFTWARE ALL AT £2.50 

EACH 

TRIAL MEMBERSHIP !! 

FOR JUST £1 WE WILL SEND YOU THE LATEST ISSUE OF OUR 
REGULAR DISC-MAGAZINE WHICH WE ARE CERTAIN THAT YOU'LL 
LOVE AND WANT TO JOIN THE BEST 16BIT CLUB GOING! WE WILL 
OF COURSE SEND DETAILS OF OUR MASSIVE PD DISC RANGE PLUS 

DETAILS OF OUR SUCCESSFUL USER CLUB. 

WE WOULD LIKE TO POINT OUT THAT THERE ARE NO OBLIGATIONS WHEN JOINING 17 BIT 

AND THAT WE GUARANTEE YOUR SATISFACTION: YOU CAN OF COURSE ORDER ANY OF 

THE DISCS FEATURED IN THIS MAGAZINE AT JUST £2.50 (INC 1ST CLASS POST AND 

PACKAGING & SAME DAY DESPATCH). 

THE DISC-MAGAZINE FEATURES NEWS, REVIEWS, ARTWORK, UTILITIES, SOME GREAT MUSIC (AMIGA) AND A 

FANTASTIC DEMO FOR YOUR MACHINE, 



AMIGA OWNERS!! SEE US AT THE NEXT COMMODORE SHOW, WE'LL BE ON A STAND NEAR 
THE BAR. POP DOWN AND SAY HELLO TO US ON THE MOST INTERESTING STAND AT THE 

SHOW !! 
SEND £1 FOR OUR LATEST DISC MAGAZINE TO: 

DEPT1 

PO BOX 97 

WAKEFIELD WF1 1XX 

TEL 0924 366982 

ACCESS & VISA ORDERS WELCOME OVER THE PHONE MON-SAT 
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ACCESS CARD 
HOTLINE S 
0732 770508 




ALL ORDERS SENT BY 
FIRST CUSS POST 
WITHIN 24 HOURS 

(subject In availability) 
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Action Smtce 19.95 11. M 

ArEuffl 1*1.99 15.35 

Oarfaarianil 14.99 9.91 

lk<yond Itie ke Palace 19.99 1 1 .90 

IkHTibiaLk 19.95 11. M 

Captain lllood., 24.45 14.90 

I ■■! hit Command 24.9!? 14.90 

Chmno guest 29.95 17.90 

Corruption 24.95 14.90 

Cybc-rnoirJ 1*1.99 15,35 

D.T. Olympic ChallEfi Be ...19.95 11,90 

Dnuble Draeon 1 9.99 1 1,90 

Driller 24.95 M,90 

Dungeon Masler 24.95 14.90 

Elite ..„.*.... 24.95 14,90 

Hiiiurulur 1 9.99 15.35 

Empire Strike* BkL. 19 95 11.90 

bptonw ji. 19.95 11.30 

Luilon 19.99 15.35 

Federation Free Traders 1 9 .99 1 5.35 

Fire and Foreet 24.99 14.9ft 

Fiih! ....24.95 14.9G 

Football Director 2 19.M 11.9ft 

Football Manager 2 19.99 11 .» 

C . L ineker-s 5 u perskillH 19 .99 1 5.15 

Games-Wtnler Edition .19.99 15.15 

Guild of Thieves 24.95 14.M 

Heroes of The Lance 24. TJ 19.15 

Hoi Ball 24.% UM 

Hyperbowl "F.TJ £,-40 

IkariWaniors 14. 99 9.W 

IK+ 19.99 13.90 

I mpoHtHble Mi bsion II. 19. 99 1S.35 

Kennedy App rodcfi 24.95 14.90 

Lancelot 19.95 11.90 

;.vi.|.^i...ii.|K .1..-. , , jM.'i'i |UI 

Ltttertd of Sword .24 .99 14,90 

Live & LetDiie .....19.99 11,80 

luxor .H.95 »,S0 

Mafdel 14 .95 §.50 

Moiorhi ke Madness 1 4.99 i.St 

Nebulus 19.99 15.35 

NelherWorld 19.99 15,3S 

i il r shore Warrior 19.95 11.50 
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Oids ........14.95 11.90 

Oops! 19.95 11.90 

Operation Wall 19.95 1 1,90 

Outrun 19.95 15.35 

Owrlinder.... .19.99 tl.lt 

Par Mania 14.95 11,9ft 

Plaloon .19.95 1I.» 

Pool o< Radiance 24 99 19.15 

Pro Copy (newverhionl .34.95 3I.lt 

Quadralien ....19.95 11.9ft 

Quantum Pain! 24.95 14.9ft 

STAC , .19.95 Z5.9§ 

Shad* vw%itt> 24 .99 14.» 

Shit-winder 9.99 4.41 

Skvi ruse 19,99 11. ft 

S.:lditM . n L . h : I . i r .19.99 11.H 

Sorcery Plus ..... .,..f*9S 11.H 

Sp.ur- I -i.iini-! . . . IM.99 ||.9« 

sr.n Cook „1^,9S MM 

SUfBaV 19.4H 11.4« 

Stif«Wder2 24.9SUM 

STOS , W.tfilMi 

Super Hanc On l 'J ,W l /S.nfl 

I h^ Knsr.il. 29,99 17JI 

ThundercHli im.w MM 

lniH-.iridMacik l'J.% 11,90 

YVIman : 14,95 9.50 

Victory Road 19.9S 11.90 

Virus 19,95 11.90 

Vroom.. J9.« 11.90 

Where Time Stood StHI 19,95 11.90 

WTilrtigJf IMS n.« 

ZynifH V* 99 l&X 

Alum Syndrome ..24.44 1.4,90 

HukhvIM , ....24.<W14.» 

Capone.. ».9S 17 Jt 



C ni I nam Blood ...24,95 14,W) 

Carrier Command 24.% 14.M 

Chrono Quest 29.% 17.M 

Corruption 24.% 14.» 

Cybernoid 19.99 15.35 

D .T.OIympi c Chal tain 24.% 14.M 

Douhle Dragon 19.94 11. H 

Driller „ 24.% 14.M 

E.Edwards Super Ski 19.99 11. » 

Empire Slri kt»s Back 19.% 11.90 

J^rjiona&e... ,..,.., 19.% 11.99 

federation Free Traders 29.99 22.95 

Fool ball Manager2 19.99 11.91 

Gamei-Winter Edition 24.09 19.15 

t.ariield .....24.99 14.91 

Helter Skelter ..14.% 9.54 

Heroes of the Lance .24.99 19.15 

Hoi Ball .,. .T.24.95 14.90 

Ikari Warrior .....24.99 14.99 

International Soccer 19.95 11.99 

Lancelot ...19.95 11.99 

Leadcfhoard Birdie. 24.99 19.15 

leatherneck.. 19.95 11.99 

lej-endof Ehe5word 24.95 14.99 

Live & Let Die 24.99 14.99 

Menace. 19.95 11.99 

Mortvi I le Manor 24.95 14.90 

MotnrbikeMaduis. ...14.99 9,50 

Nebulus rT^^...... 19.99 15.35 

Hetlwi ^.wld .%. 19.99 15.35 

Obliterator J. ...24.94 14.90 

OH Shore Warrior 24.95 14.90 

Operation Wolf 24.95 14.90 

Oulrun 24.99 19.15 

Pac Mainka „ 19 95 11,90 

Pow! 29.95 17,90 

Platoon.. 24.95 14,90 

QuadralHrn ..........19.95 11,90 

SeotlneJ 19.95 11.91 
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UNBRANDED 

135 tpi 

95p EACH 

MIN1Q 

FREE Cover Up token 
with every £5 (RRP) 
worth of software 
(white offer lasts) 



w> 



Name 



Address 



Payment (tick) 

Card No 

Micro 



J PO LJ Cheque LJ Access 



Signature^ 



To* e M§ f send rtw lomr with pjymmt pjyahk* h* 'Bvtf Bytc f or phone Access hotline Q7J2770Sflft 

Overseas order add £1.50 per Hem, outride Europe £106 per item, Mail order only 
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16 BIT HITS 



H R E E CLASSIC 
FOR THE ATARI ST 1 AMIGA 
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£29.99 



ear old Ronnie Reagan 

D would be overjoyed if he 
got wind of what Activi- 
5 ion's latest Sega coin -op 
conversion Is all about. 
Like the original arcade version, it*s 
based on the controversial Strategic 
Defence Initiative (SDJ) project. 
Reagan's idea of putting laser satelli- 
tes and orbiting missile launchers into 




Acti vision's latest conversion 
has turned one of Sega's lesser- 
known coin-ops of f 87 into one 
of the more entertaining ST shoot f em ups of 
J 88. Gary Whitta braves the shuttle and 
heads for the stars. 
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space may not be the best way to 
ensure the long-term survival of the 
human race, but when it comes to 
writing computer games, it's a subject 
with great potential, and SDl realises 
it. 

The plot is grim to say the least. 
Over the past few years tensions be- 
tween the USA and the USSR have 
been escalating, and have finally 
erupted Into full-scale global conflict 
(eek!). The Soviets, nasty little red 
creatures that they are, have launched 
a massive missile on the United States 
and the only way to stop it and save 
peace, justice- and the American way is 
to put Into action Ronnie's pipe dream, 
SDl, and knock out the missiles before 
they can enter the atmosphere. 

Select the number of players and the 
game begins with a neat opening sequ- 
ence, A US space shuttle flies on screen 
from the left, opens its bay doors and 
ejects a satellite before exiting to the 
right. Control of the satellite is then 
handed over to the player. 

The screen scrolls from left to right 
over a series of picturesque and suit- 
ably 'spacey* backdrops. The satellite 
is controlled by using either the mouse 
or the joystick (or both at once) and 
works Like this: the satellite Is equip- 
ped with a free-roaming cursor which 
is used to target waves of incoming 
enemies and soviet ground targets. 




DAHGE 




Hitting the right mouse button will 
then fire the satellite's lasers. 

Soviet weapons come in many sha- 
pes and sizes, the most common being 
the waves of concomina nuclear mis- 
siles. Fortunately they travel quite 
slowly and are easy enough to pick off; 
what's more they can't damage the 
satellite if they hit it. Missile support 
troops are a different story. These 
pods, spaceships, probes and all man- 
ner of futuristic space weapons don't 
hesitate to open fire or even crash Into 
you at the earliest opportunity. There 
^r^ two ways to deal with them; either 
shoot them before they shoot you or 
hold down the left mouse button, 
-which gives direct control over the 
satellite itself, as opposed to just the 
laser cursor. Now it can be man- 
oeuvred out of the way of any 
approaching nasties or laser bolts, 
preventing you from losing one of your 
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precious lives* 

To help you on your mission, enemy 
satellites appear from time to time 
bearing weapons capsules- Destroying 
the satellite results In the capsule 
being released, and can be collected by 



It's Level Eight and things are really 
hotting up, The satellite n sur- 
rounded and unless something is done p ret t y 
quick 1/ death will soon follow... 
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flying over it. By collecting the capsu- 
les, the satellite can gain extra speed, 
more missile cursors and increased 
firepower. 

The aim of this part of the game Is to 
knock out as many of the marauding 
missiles as possible. If the player fails 
to destroy them all and lets some pass 
by, they reach their United States 
target. At the end of the stage the 
satellite is retrieved by the shuttle and 
a graphical representation shows the 
amount of each type of nasty des- 
troyed. 

If any missiles are let through, the 
player must go onto the second phase 
before he can complete the level. Here 
the satellite is positioned above a 
floating space platform and must de- 
fend it from yet more incoming mis- 
siles which shoot upwards before 
peaking and slowly floating down to- 
wards the platform, causing more 
damage. Shooting them is again a 



^^ «^he cnd-of-level progress report. 
^^^ I Initially the programmers neg- 

lected to include the cute waddling duck and 
were promptly told by Acti vision to go back 
and put it in. Quite right, too... 



■he second half of each level only 
appears if you let any missiles 
through on the first. Such is the enjoyment 
gleaned from this section, it's almost worth 
doing so just to play itt 




matter of targettl^g them with the 
laser cursor, and the satellite can still 
be moved to avoid the other swirling 
nasties that appear, who are this time 
even nastier. Shooting them turns 
them into yellow red ion storms that 
float off in random directions, des- 
troying the satellite if they come Into 
contact with It, Once the attack wave 
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kj^. ^^ec more Missile Command frolics 
^^ f to be had fit the Defensive Stage, 
Watch lor those two missiles closing in fast! 

nyone remember the coin -op 
t original? Alas anyone even heard 
of the original? Who cares— Activision have 
produced one this year's biggest surprises with 
this immensely ac cur age and playable conver- 
sion. 
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has ended ¥ another performance graph 
is displayed, where the percentages of 
destroyed Soviet weaponry are turned 
into bonus points. There are 12 levels 
In a Mp each with Its own set of pretty 
background graphics and indigenous 
enemies which get tougher as the 
game progresses. 
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OY^s, SDl will be coming 
out on the Amiga, but 
information on it is a bit 
vague. We DO know 
that the graphics and 
sound will be tarted up a bit, and that 

you will have to wait a bit longer for it, 
but that's It for now. More detailed 
update should follow next month. 




■ tage Nine introduces the... ar.« big lumpy brown things. Graphically exquisite, and they 
) don't damage the satellite either! 



m Activision has done a fine 
job of converting SDt to the 
ST. People may liken it to 
the age-old Missile Com- 
mand, where missiles were 
knocked out of the sky with a cursor, but it 
Just Isn^t fair to do so- SDl is a tremendously 
original approach to the cursor 'based shoot 
'em up, enhanced by the addition of some 
wonderful graphics and sound, The back- 
ground graphics on each level have been 
very well defined, as have the fluLdly- 
animated sprites. Scrolling is slick, and 
unlike many other ST games. It doesn't 
slow down or judder when the screen fills 
up with sprites (as it inevitably does on 
later levels)- Sound too is some of the nicest 
on the ST so far, and features a different 
tune for each level, effective in-game noises 
and a brilliant sampled electric guitar load- 
ing tune. The two player options, where one 
player controls the cursor with the other 
handling the satellite is original and helps to 
generate a gdbd team spirit. All in all Sul is 
quite definitely the most accurate coin -op 
conversion to date* and even pips Super 
Hang -On when It comes down to sheer 
payability value. An absolute must for all 
ST owners. 



PRICE: 

RELEASE DATE. 

GRAPHICS 

SOUND 

PLAYABJLITY 

VALUE 
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Mid November 
829b 
809b 
899b 
829b 
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Manhattan Dealers is an action packed 3D combat 
game in which you will need all your skill to over- 
come your enemies. In different areas of Harlem 
vicious thugs spread fear and terror. On the banks 
of the Hudson River, evil vamps crack their whips. 
In the most devastated slums of the Bronx, pitiless 
skinheads and chainsaw maniac punks shed inno- 
cent blood. Cruel ninjas and invincible samurais 
control the streets of Chinatown. 

A superb mixture of fun and 

action available for ATARI ST £ 19.99 

AMIGA £ 24.99 

IBM PC £ 24.99 
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Unit 4 Stannets, Laindon North Trade Centre 
Basildon Essex SS15 6 DJ 

Tel. 0268541126 - Fax 0268541125 
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Mail order - Send a cheque to the above address or phone our credit card hotline {post + packing free) 








elcome 
once again 
to our regu- 
lar helping 
of demos. There's a fine 
selection on show this 
month, including what is 
quite possibly some of the 
funkiest music yet heard 
on the ST. Anyway, if 
you've got a demo that 
you think the world should 
know about, pop it in a 
jiffy bag and send it to 
THE ONE, Priory Court, 
30-32 Farringdon Lane, 
London ECIR 3AU, with 
an accompanying letter 
explaining exactly what it 
is, who you are, and (if 
possible) how people can 
get their mitts on it. If it's 
any good well do our best 
to feature it. 




DISK 122 



mA bit weird, this arte, but impressive 
f\ nonetheless. It's an original anima- 
tion system by the name of the Silicon Anima- 
tion Machine (SAM) which animates (surprise 
iurpise) a series of Neochrome digitised pictur 
es. The demo accompanying it is a sequence of 
digitised picture from the closing scenes of The 
Karate Kid, where Dan id {Ralph Macchio) 



decks his opponent with a lethal flying kick. The 
sequence is only about two seconds long but 
repeats continually and represents an extremely 
pleasing effect. If you get bored you can al ways- 
start messing about with the frames of anima- 
tion and get some very silly results. My old sides, 
they ached for days,,. 








DISK 152 



m4 A fithout doubt one of the most 
YV enjoyable demos we've received 
ims month. Quite simply it's a completely 
digitised rendition of the MARR5 Number One 
hit of a year ago. Pump Up The Volume. 
Accompanied by some simplistic but effective 
graphics and an entertaining swirly scrolling 
message, this version is arguably better than the 
original record! The samples are of an excellent 
quality, and at times this remix is completely 
indistinguishable from the Veal thing'. It also 
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contains a whole host of new samples, including 
the recent H, Bugge^allmoney" , chant and quotes 
from Forbidden Planet {'Human beings near- 
by'), Star Trek ("Captain to Bridge 14 ) and the 
best of the tot, Mission impossible, with the 
classic "This tape will self-destruct in five 
seconds". ALL the lyr ics from the original are 
there, and all 1 in all it represents one of the best 
Public Domain disks on the ST to date. Don't 
miss it! 



DISK 17 



JT"^l q eat Amiga demo afficionados will 
%^^J Improbably have already seen this one 
about before, as t's b^innnift lo get on i bn 
now (it's been doing the rounds in shop 
windows in Tottenham Court Road for ages). 
Amiga disk 17 features a compilation of anima- 
tion demos, including the gorgeous 'Birds'. No, 
not the Page Three variety that seem to be a hit 
with demo maker$ of late but the Happy ones. In 
chis case some beautifully animated seagulls flap 
their way around a solid Amiga logo, in time to 
some sampled seagull-type sounds. Also fea- 
tured on the disk is a ray-traced Amiga ball 
(snore) and a reasonably effective animation 
that's the result of merging Scull: 3D and 
Deluxe Paint 





DISK ISO 



■l pw here's a novelty, The popu-lar 
\^*J I AlTV ad for Miller Lite, accompanied 
by the Hollies 1 classic He Airft Heavy \ He's 
My Brother (it's the real original version too. 
not the crappy Bill Medley one, remade for 
Rambo III), About a third of the record is 
there (the same as featured in the ad) with all 
the speech, and just for fun, stills from the ad 
have been digitised and are plyed as the music 
runs. Check out the bewildered granny for a 
good belly laugh, 




Coin-op connoisseurs 

have tots to keep them 
occupied this month, 
what with Ninjas to be 
battled and helicopters to 
be captained - and you 
can even become Super- 
man for a couple of bob. 
But best of all is a race 
and chase game which 
gives Outrun a run for its 
money, Julian Rignall fills 
the slots.,* 





M~9 "" m 

■ 1 

I * 










- ?f 





SUPERMAN 




NIN1A KAZAN 





COBRA 
*** COMMAND 



Is It i shoot 'em up? Is it a 
beat em up? No! It's 
both it's Superman, 
Taito recently acquired the 
rights to the evergreen DC 
comic character and Super- 
man is the end result - and 
what a disappointment it is 

One or two players are 
given the opportunity to put 
their Y-fronts on the outside 
of their eights and take to the 
skies co defend truth, justice 
and liberty - or whatever 
Superman defends these 
days, If two players join the 
action, one wears the tradi- 
tional blue and red garb, whi- 
le the other takes control of 
a similar sprite who's dressec^ 
in red and blue. 

The first level is pretty 
much Kung-Fu Master in a 
different package. The super 
heroes walk or fly along a 
horizontally scrolling street 
kicking and punching yellow 
andrords as they emerge 
from both sides of the 
screen. It takes a couple of 
kicks and punches to do away 
with an enemy, or a single 
power bolt can be fired by 
keeping the fire button de- 
pressed for a few seconds in 
Ft-Type fashion. 



As the players progress, 
android attacks become 
more and more intensive, 
making it difficult to avoid 
their energy-sapping pun- 
ches. Each accurate enemy 
hit knocks a third off Super- 
man's energy bar, and he has 
three lives. 

At the end of the first level 
is a big green giant - not a 
very joNy one, for he rains 
punches on the do-gooders r 
Kick and punch him enough 
times and he eventually gives 
up the fhost and the level hs 
complete. 

Next comes a vertically 
scrolling flight up a seeming- 
ly never ending skyscraper. 
Again Yellow androids 
attack, but this time they re 
accompanied fay silver robots 
who are hardier foes, Reach 
the top and the action 
Switches back to horizontally 
scrolling as the Supermen fly 
hJg over the rooftops pun- 
ching at rocks dropping from 
above, or blasting them with 
their eye lasers which take 




CHASE HQ 



If you've ever fancied cak- 
ing the wheet of a Pors^ 
che and driving with com- 
plete disregard for die high- 
way code, now's your 
chance, Chase HQ is a bril- 
liant new race game with a 
difference. 

The player takes the role 
of a policeman whose job rs 
to pursue wanted criminals 
before they leave the cicy 
.'rmits - and n chis particular 
scenario, all th ,eem 

to own very exotic and fast 
sports cars, hence che need 
ve a Porsche. 



the place of the rather use- 
less kick function. Endure the 
shower of boulders and a 
helicopter appears, which 
attempts to blast the heroes 
with machine gun fire. Here 
the eye lasers come in parti- 
cularly handy, since the chop- 
per explodes when zapped 
several times. 

After that the action re- 
verts to the first level, with 
tougher and morenumerous 
androids and robots, jusrto 
break up the tedium a little, 
Spiderman makes a guest 
appearance and attempts to 
trap the Supermen m his 
sticky web, Otherwise, it's all 
basically the same. 

Considering the immense 
potential of a Superman 
game, Taito have squandered 
their licence With two weak 
beat "em up sections and a 
very poor shoot 'em up, Su- 
perman is both dull and re- 
petitive. 



When sufficient ten pences 
are inserted, the description 
of the wanted criminal and 
his vehicle rs dispfayed, and 
Nancy from headquarters 
gives an audio briefing - the 
speech is crystal clear and 
sets the scene for the im- 
pending chase. 

The scene shifts 10 the 

ar Out Run viewpoint 
oC above and behind 

.>iack Porsche, and the 
action begins, The distance 
from the wanted car is shown 
and the objective is to drive 
down the highway as quickly 
as possible and sight the veh 
cle before the timer r uns 
do*, 

When the target vehicle rs 
sighted, extra time is added 
and the fun really starts. To 

the criminal from eseap- 






(Taito) 



»ng, his car has to be knocked 

off the road- The condition of 
this car is shown by a bar on 
the right which increases as 
h its are sustained. The felon 
rs no mug, and wi. 
dodges ramming attempts - 

To help matters, the Pors- 
s has .three turbo bo>: 
which are activated to send it 

ung down the r 
hopefully doing some serious 

age to the target car. * 
When all three boosU 

p. the player has to 
rely on the Porsche's maa- 

.*id, when another three 
j fitted. 

he enemy car is dam- 
.d enough, smoK 
j f ing from thi and 

?■ one moi ted 

j kidding off ' 
upon the Pors- 
slew$ in front of it and a 
erte 15 shown of 
g read h»s nghts. 



Chase HQ is sheer bril- 
liance, and is one of the best 

ide gan - .een in 

r s. The action is incredibly 
hectK as the car is driven 
through heavy traffic and the 
offender is bashed off the 
road. There's oodle of 
speech, with ihc co -driver 
keeping up a running com- 
mentary the whole time w 
comment* like; "Hit him one 
more time'", "Go on man"', 
and "C'mon. let's get. 
The atmospl -hanced 

her with a brilliant siren, 
wheih the co-drrver ilaps on 
roof a.s soon as the 
wanted rnr is spotted. 
The graphics are what 
H expect of a qua 
arcade game, wit* 
roadside ob 1 - feeling 

fo r. n other cars and 

realistrc hrlls and 
personally I think it looks 
m Out Run. 
f you're a racing 
track dow; Chase HQ rmd 

yourself for one 
the most zhnihng and 
"teiift- pumping drives of 
life. 



There are more Ninja 
games in the arcades 
than there are 
Wongs in the Chinese tele- 
phone directory, ind most of 
them aren't much cop. 
However, IrenVs Ninja 
Spirit is an exception. 

It plays in similar style to 
Ghosts V Goblin*, a well- 
used but still popular format, 
but has sufficient new twists 
to lift it head and shoulders 
above most games. 

The plot is the usual old 
tripe about some bimbo 
who's been kidnapped by an 
evM person of disreputable 
nature and intent. Naturally 
this cad needs to be taught a 
lesson and the captive freed, 
so it's up to the player as a 
Ninja with a heart of gold to 
do the deed. 

The rescue bid itarts in a 
forest, and the player does 
battle with the arch- vi Main's 
army of minions. Initially 
armed with a slicm' somitar, 
extra weapons are picked up 
along the way by killing the 
enemy and picking up tflQ 
glowing icons that are left 



behind, These extras are 
quite imaginative, and vary 
from a glowing force shield 
and fire bolts to bombs and a 
shadow, which copies the 
Nmja's every move, 

The action is very challeng- 
ing, and creatures pop up 
from every conceivable posi- 
tion, making the first few 
games very short-lived affairs. 
Practice makes perfect, and 
once you're aware of the 
type of surprises the game 
offers, progress is made. 
Giant guardians attack at reg- 
ular intervals and are formid- 
able foes. Fortunately there's 
a continue play option for 
players with little regard for 
their budget- 
There are plenty of diffe- 
rent weapons to pick up and 
try, and the map is very large, 
offering plenty of scope for 
players to develop their ta- 
lents The graphics are stun- 
ning, with excellent use of 
colour and some highly imagi- 
native sprites - my particular 
favourites are the camounV 
ged aliens that appear in the 
bows of trees and hurl mis- 



siles- The background scrolls 
in parallax, which gives a 
depth not usually associated 
with games of this type, and 
the look is almost film- like, 
such is the strength and quali- 
ty of the backdrops, 

Sound is also used to good 
effect,, and there's a haunting 
soundtrack which ties in with 
the game play to create fust 
the right ambience. Even if 
you're sick to death with 
Ninja games, try this out. 
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NINJA KAZAN (Jaleco) 




allowing the attackers to ^ tne 



. 



I~« 



attempted to spice 

uhis up with a wacky 
scenar lo arid an FVTypfc style 
beam-up punch,, what they've 
produced is yet another in a 
long line of tired-looking 
Ninja adventures. 

The player takes control of 
Kazan, who for some inex- 
plicable reason has found 
himself in the Wild West,, and 
guides him across horizontal- 
ly (and occasionally vertical I y) 
scrolling landscape. 

Within seconds of Kazan 
starting his mission, indians 
attack from all sides, Fortun- 
ately, he's capable of defend- 
ing himself with kicks and 
punches- He's also blessed 
with the ability to fire energy 
bolts. However, this man- 
oeuvre leaves the black- 
garbed one defenceless. 



draw dangerously close. 

As Kazan explores the 
landscape, treasure chests are 
reveated which are broken 
open with a welt-aimed kick 
The booty therein is col- 
lected for extra points, and 
occasionally an extra weapon 
is discoveredp which is picked 
up to grace the hero with 
shields or extra kick and 
punch power, 

Further on the indians be- 
come meaner, firing arrows. 
as the time traveller 
approaches, forcing him to 
jump or duck as they sail past. 
Contact proves fatal and one 
of his three hves is forfeit. 

At the end of the level is 
the obligatory guardian who 
requires repeated hits to kill 
Then it's off to the next time 
zone co battle spear- 
throwing Romans in a situa- 
tion that's exactly the same 



COBRA COMMAND 
(Data East) 



as the previous level 

ferent sprites and backdrops. 

Some arcade game manu- 
facturers seem to have come 
to a creative standstill re- 
cently, and Ninja Kazan 
illustrates this perfectly. It 
does have an original storyli- 
ne, but it plays very much like 
the ageing Kung-Fu Mas- 
ter, The occasionally verti- 
cally scrolling sections where 
Kazan climbs hills and moun- 
tains add little excitement, 
and after a couple of games 
boredom sets in. 

The graphics, although 
competent, lack flair and de- 
tail, and the soundtrack is 
merely wallpaper, adding no- 
thing to the atmosphere 
Looking at the arcade scene 
in general, it's obvious that 
there's the technology to 
produce some amazing gamts 
- let's hope that companies 
like Jaleco come up with 
some ideas to match that 
potential SO we don't have 
to put up with predictable 
dross like this any more. 



Cobra 



spills of Chase 
.HQ t Cobra 



Command brought me 
down to Earth with a very 
uncomfortable joht. It's yer 
another horizontally scrolling 
shoot "em up in similar mould 
to Nemesis N Vulcan Ven- 
ture er df, but unfortunately 
is so simphstic and plain it 
looks like a son of Scramble 
rather Than the product of 
f9flfi arcade technology 

Prior to the action, a brief- 
ing is given describing the 
forthcoming m^sion - pretty 
dreary stuff really, and basi- 
cally an excuse for the player 
to fly a solo mission into 
enemy territory, bfc&ting 



gaging the ubiquitous guar- 
dians en route. 

Like most blasters these 
days, the action is progres- 
sive, extra weapons being 
added 10 the chopper when 
it picks up an icon left after an 
entire fleet of enemy craft 
are destroyed. Unfortunately 
there are only seven extras - 
two levels of air-to-ground 
missiles, speed-ups and four 
levels of improved firepower 
- and these can all be col- 
lected very quickly, k 
few surprises for later levels, 

E^emy forces are both on 
the ground and in the air, and 
neither offer much resistance 
to a full -armoured helicopter. 



The first guardian is a giant 
tank and is despatched with 
case - just let rip with a few 
missiles and n erodes, not 
with a bang* but a whimper, 

The action continues with 
a more restricted playing 
area and slightly more 
aggressive enemy forces. 
Nevertheless. the action stril 
isn't challenging. 

The problem with Cobra 
Command is that it's too 
predictable - play it a couple 
of times and you can easily 
notch up some impressive 
scores. The graphic^ 
sound are amateurish and un- 
imaginative, and the whote 
game is dull to an extreme. 
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f6T SOU: 005511 



The evil Okira clan of space pirates have 
kidnapped your beloved princess Diora r ' 
and are now holding the Empire to 
ransom ... L 

You must search three planets to find your princess, and each 
one will be heavily guarded with highly trained Okira warriors. 
Find the planet that Diora Is being held on, destroy the pirates, 
and a fairy will grant you a single wish. 

Love and magic wil I help you win the day — you must not fail 
in this mission, collect power points to recharge your guns and 
life-support systems as you battle through the planets. 



man 



The war is nearly over Your side seems to 
have lost everything. But there is just one 
last chance to save the day . . . 
_- you must battle your way through 3 
deadly missions, knocking out the enemy positions, until you 
reach the enemy's Headquarters. Blow up tanks, guni 
emplacements, and shoot down the hoardes of enemy soldiers. 
Your supplies are limited, so you must pick up spare rocket ( 
launchersand ammunition for your gun, left behind by fleeing f 
soldiers. 




MAFDE 



AND TH£ 
; Of THE ' 



iiiuLiMrafc § i 



AND THE BOOK OF THE DEAD 



RilVuflliUIsVll 






god, Seth, has stolen The Book of the Dead 
and hidden it deep in the underworld. 

you are Mafdet, the cat Goddess of . 
Revenge, who has been summoned by isis (the Goddess of Earth) 
to retrieve the book and return it to the Egyptian people. 

Collect amulets which will help you along your way; change 
between cat and human to help you pass some obstacles; sword- 
fight your way through mazes and dungeons; above all — FIND 

THE BOOK. 



3 GREAT GAMES FOR YOUR ATARI 5T or COMMODORE AMIGA 

SUPERB GRAPHICS, SOUND AND GAMEPLAY 

ONLY £14.95 EACH 

available from all good stockists or direct from, 
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SOLD! 

FOR JUST £6 

Yes, it costs just £6 to 

advertise your old 

computer hardware in 

The One 



Just fill in the coupon 
below 



Couldn't he 

▼ 



ir 



CLASSIFIED COUPON 

* 7 

All you have to do is fill in the coupon below including 
your nama, address and telephone number and send 
to; Classified Dept. The One, EMAP, Priory Court, 

30 - 32 Famngdon Lane, London EC1R3AU. 
Maximum 30 words. Your advert will appear in the 

earliest possible edition. 



Name: 



Address: 



Tel- 



Have you Included the fee of £6,00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason. 
Advertisements are accepted subject to approval of copy and 
to the right of the Advertisement Manager to alter, reject or 
cancel any order without explanation. The Proprielors are not 
liable for any toss from any cause whatsoever, nor do they 
accept liability for printers' errors. The Advertisers shall 
indemnlly the Publishers in respect of any claim, cost and 
expenses arising out of any libellous or malicious matter or 
untrue statement in any advertisement published for the 
advertisers h or any infringement of copyright, patent or design 
therein. The placing of any order will be deemed! to be an 
acceptance of these conditions 
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INTERNATIONAL 

SOCCER STRATEGY 

AT IT'S VERY BEST 



r 




f *r¥ SAW r A UMtHLflt fAr HHi<Y 

From the Designer ol The Double' comes . . . 

TRACK SUIT MANAGER 

Tta first ever football game with real match tactics. 

REVIEWS SAY 




Your Sinclair says 
■m emaJ** sfl ll*& n*» 

vl ll be mad* tnis wff* ■ 
d€Sd rrnrfl B» neck ** 



| (V ou*n1l.l*TSM.|Our ^Pr^^*^3L; 



WE SAY 



""SopfvistiwUd Match Play with ... Arijnslable Team Fu-rmalions * Free Kicks + 
Thrm* In's + OWfiidfi's * Individual Player Abilities * Goal Kicks # Com.-- I * 
Penalties * Tackles * Fouls * Setecl Player for So? Pieces" # Injuries # Booking's 
* Sending Off's * Suspensions * Substitutes # Heading * Genuine Penalty 
Shoo? Out *n Quarter, Semi & F*nal Matches # Extra Time * 
Individual Placet ft Team (Defence. IWdfetd. Attach) tactics ... Defense * 
Attac*.ng * formal * Quick Counter Attacks * Zonal MftnVing * 

GOLIATH GAMES is a 'NEW Software House specialising 
in ... ADVANCED INVOLVED ... ORIGINAL SOFTWARE. 

ORDER (VOW . . . £9. 95 I ncl ud i ng VAT PI u s 50p post & packi r>g 



PLEASE SEND CHEQUES^PQ TQ:- 

46 LOCKING RQ AD 
WESTON-SUPER-MARE 

WON BS23 3DN 
0934 622538 
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THE MAIN EVENT 



DEPT: ONE, 61 STAFFORD ST., HANLEY, 
STOKE-ON-TRENT, STAFFORDSHIRE Sf 1 1 LW 
Tel: {0782) 281 544 



A ATARf 



GAMES FOR YOUR 

MACHINE AT THE BEST 

PRICES! 



ELITE 17.45 



WINTER OLYMPIAD 88 13-90 

XEVIUS 17.50 

THUNDERCATS 1390 

GUNSHIP 17.50 

ALT REALITY 17,50 

STARGLIDERII 16.99 

SUPER HANG-ON 13.99 

ALT WORLD GAMES 13.90 

STRIP POKER 2 10.50 

WITNESS 13.90 

SUB BATTLE SIM 17.50 
D.T.OLYMPIC CHALLENGE 13.90 

ENCHANTER 13.90 

WARLOCK QUEST 13.90 

BIONIC COMMANDO 13.90 

FORMULA 1 GRAND PRIX 13.90 

KARTI NO G RAND PRIX 6.99 



30% 

DISCOUNT 

CHART 

RRP OUR PRICE 



5.95 - 

6.95- 

7.99- 

8.99- 

8.99- 

11.99- 

12 99- 

14.99- 

15.95^ 

16.96- 

17.95- 

19.99 

22.95- 

24.95- 

29.95 

34.95- 



4.19 

4.95 

5.59 

629 

9.99 

8.39 

9.05 

10.49 

11.16 

1135 

12.55 

13.99 

1610 

17.95 

20.99 

24.95 



II you would M any game 

For any conmputer not 

listed in our idVerl ple^s« 

deduct 30% Iron* normal 

selling price is shown 

above, ind send to us 

staling name and supplier 

al your essential togettier 

with your .lame and 

address. 
Please mate erased 
cheques payable 1o - 

"The Main Event". 

Stamp with your outer, 

Although This Is not 

compulsory tor Europe 

please add £1.00 per Item. 

Please slate make and 

model ol computer *i|h 

game ordered clearly. We 

apa ogisc lor any 
alterations or commissions 

since going to press. 
A Division ol Software Ci1y 



S.D.I. 

16.90 



KINGS QUESTTRT-PACK 17,30 

KNIGHT 13.99 

LEADER BOARD 17.50 

LEATHERGODDESS 21.00 

MEAN18G0LF 21 .00 

MERCENARY COUPIL 17.50 

MISSION ELEVATOR 13.99 

MUSIC STUDIO 17.5(9 

NHNJA 6.99 

WIZQALL 13.95 

WIZARDS SPAWN 17,50 

WORLD DARTS 10.50 

VENON 13.95 

FUNTSTONES 13.75 



STARGLIDER 17.50 

BETTER DEAD THAN ALIEN 

BUGGYBOY 13,95 

OUTRUN 1150 

SUPER CYCLE 1/Jo" 



SPEEDBALL 
16.99 



SHACKLED 13.95 

BUREAUCRACY 24.99 

G.F.L FOOTBALL 17.99 

BASEBALL 17.95 

LEISURESUITLARRY 17.99 

STARRAIDERS 10.50 

STATIONFALL 21.00 

LIVINGSTONE IDS 

POWERPLAY 13.99 

BOULDERDASH 17.50 

WARZOHEflREBLAST I2.53 

IKARAI WARRIOR 10.00 



FOOTBALL 

MANAGER 2 

11.50 



" 



- INTFOOTBALL 

MASTERS OF UNIVERSE 

CHAMPWATERSKI 

CHAMPSKIING 

MACADAMBUMPER 

TUR60G.T. 

DIGIDRUM 

KARATE KID 2 

LEATHERNECK 

MOUSETRAP 

SCAD FIGHT 

COMPTER HITS 

LURKING HORROR 

10th FRAME 

HARDBALL 



13.99 
13.99 
13.99 
17-50 

11.50 
17,99 
17,50 

13.99 



13.99 
21.00 
21.00 
17-50 
17.50 



AUENSYNDR0ME 13,95 

BIG KB. 10,50 

BIONIC COMMANDOS 13.95 

BUBBLE BOBBLE 13.95 

CARRIERCOMMAND 17.50 

C0MPUTERMITS 211 

EXPLORER 29jOO 

FOOTBALL MANAGER 10 J 

GAUNTLET 13.95 

GUNSHIP \m 

HARDBALL 17,50 

HUNT FOR REDOCTQBER 17.50 

IMP0SSIBLEMISSI0N2 13.95 

INDOOR SPORTS 17.50 

MINDFIGHTER 17.50 

0BUTERAT0R 16.95 

0IDS 13.95 

P. BEARDSLEY FOOTBALL 13,95 



HOTSHOT 

13.90 



PINKPANTHER 

PLATOON 

SLAPFIGHT 

SOCCER SUPREMO 

SOLOMONS KEY 

STAC 

STAR QUAKE 

SUPER SPRINT 

TERRAMEX 

TETRB 

THUNDERCATS 



WEST EURO SCENE 
WINTER OLYMPIAD 38 



13,95 

13,95 

11.95 
13.95 

13.95 
29.99 

13.95 
10,50 
13.95 
13.95 
13,95 
17,50 
13.95 
13.95 



BAKERSTREET 
BARBARIAN (PSY) 
BATTLESHIPS 
BIGK.0, 
CRAZYCARS 
CRASH GARRAT 
CRYSTAL CASTLES 
FLIGHTSIMUUT0R2 



17.50 
17.50 

10.50 
14.95 
13.99 
13.75 

10,50 



HOSTAGES 

13.90 



RAMPAGE 
PREDATOR 
60MBJACK 

LANDT1E FORGOT 



10.50 
13.99 
1195 
13.90 
12.50 



FOOTBALL MANAGER 

SHANGHAI 

TEE-UP 13.95 

SUN DOG 10.95 

1945 13.95 

ARKAN0T0I 13.90 

GREATGRANDMASTERS 13.90 



BARBARIANS 
II 

13,90 



DT-0LYMPIC CHALLENGE 13.99 

BIONIC COMMANDO 13.75 

DEFLECTOR 13.99 

GAUNTLET2 13.75 

BADCAT 13.99 

CHUBBYGRISTLE 13.99 

MICKEY MOUSE 13,99 

0IDS 13.80 

SPAGEHARRIER 13.75 

ZYMPS 13.99 

ARMYMQVES 13.99 

WHIRLIGIG 13.96 




I ntrPOSsibihties 
for interactive en- 
tertainment ope- 
ned up by CD- 
based technolo- 
gies such as Digi- 
tal Video Interac- 
tive and Compact 
Disc Interactive 
are almost limit- 
less. Within ten 
years, games will 
be more like mini- 
movies, pro- 
duced, filmed 
and directed by a 
creative team 
and implemented 
on a computer- 
based system that 
uses CDs to store 
the game data 
al6ng with digi- 
tised sound and 
images. 



^EATUR^ 




GETTING 

INTERACTIVE 



Entertainment is only one applica- 
tion - educational training and 
sales material can all be pre- 
sented using interactive CD-ROM 
techniques. What con you do with 
IT?' is the kind of question about their systems 
that CDI and DVI developers find difficult to 
answer - imagination will only be limited by 
commercial realities when it cones to 
putting together CDI or DVI programmes. 

Whifch system is likely to take over in 
1 W5? Uncertainty abounds - the electro- 
nics giants Sony and Philips have joined 
forces to avoid the VHS/Betamax fiasco that 
surrounded the debut of home videotape 
recorders, and have come up with a 
detailed standard for Compact Disc In- 
teractive. Very Irttle is availabJe in the way of 
demonstration software at the moment 
however, and once-enthusiastic CDI de- 
velopers are turning their gaze towards 
Digital Video Interactive, the baby of Gene- 
ral Electric. Other, yet to be announced CD 
technologies are no doubt in preparation, 
and only time will tell which interactive 
system will win out. Everyone is certain that 



on© sy stein wili achieve dominance In the 
netf ten years, however „ , 

So why has initial CDI enthusiasm been 
tempered? If s not Vapaurware' - CDI is 
definitely just around the corner - but there 
are some technical limitations which will 
corral the creativity of CDI programme 
designers once the hardware is out there in 
the home, CDI simply can't produce full- 
screen, fuH-motion video of acceptable 
quality, because without compression, the 
digital data needed to create moving 
video on screen occupies vast amounts of 
space on CD-ROM. CDI encounters prab- 
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lems with the data transfer rate - not only 
have you got to stone a vast amount of 
digital information for each frame of full- 
motion video, you aba have to shift it into 
memofY at o prodigious rate. Compromises 
also have to be made on the audio side, 
with CDt Full Hi-Fi sound of the quality 
recorded onto audio CD disc occupies a 
lot of space, so sampling techniques need 
to be used that reduce the fidelity of the 
sound and save space. Nevertheless, per- 
fectly acceptable soundtracks may be 
recorded alongside pictures and images. 
CDI will be great for assembling prog- 
rammes that don't require full-motion, full- 
screen video - reasonable quality full- 
motion video should be achievable in a 
window which occupies about a quarter of 
the screen, and with a little ingenuity and 
th© use of stills, some amazing programmes 
will still be possible. Wooing around the 
limitations of the medium, games designers 
should be able to produce some pretty 
damn impressive products - probably in 
the mould of interactive fiction a to Infocom, 
or much-enhanced adventures with sound 
and graphics in the mould of Magnetic 
Scrolls. Imagine what they could do r using 
the new technology to write an adventure, 
drawing on existing or specially-shot video 
footage... 

But there will be more to compact disc 
adventuring than pretty pictures and 
high-quality sound- For instance, CDI might 
allow the concept of Non Player Characters 
in adventure games to reach new heights 
of sophistication - providing there is enough 
RAM in the computer working with the CD 
player in the CDI system. Skills of the movie 
director and musician will be combined 
with the talents of the adventure game 
designer and writer to produce interactive 
movies - imagine Mind Forever Voyaging 
with footage tram Steven Speilberg - or truly 
demanding puzzle and problem-solving 
adventures which use animation to help 
you enter the gameworld - Jlnxt^r 
perhaps, with animation sequences by Terry 
Gilliam. 

Adventure games of the future whether 
they are produced on CDI or DVI systems, 
are likefy to be mind-blowing even when 
Ihey are compared to the cream of the 
current 16-brt crop. To get a taste of the 
future, Atari ST owners with £5OO-£l,OO0 to 
spare can connect an interactive laser disc 
to therr computer and play MlCFOdeal$ 
home version of the Dragon's Loir arcade 
machine. 

There's no joystick waggling involved in 




the Microdeal version of Dragon's Lair and 
in comparison to the arcade machine the 
action is incremental rather than flowing. As 
in the original, you play the rote of Dirfc 
Daring on a mission to rescue a damsel 
and you watch th& cartoon action unfold 
on screen. Every so often [Xri< encounters a 
problem, the action freezes and it is up to 
you to type in a few words, like 'grab rope' 
or 'Jump leff to tell Dirk what to do next. The 
command you type at the ST keyboard 
governs the development of the plot and 
the laser disc scurries off and plays you the 
appropriate video sequence. More of an 
interactive cartoon with regular pauses 
than an adventure, but an interesting illus- 
tration of the kind of games that you could 
be playing in a few years' time. 

ffs available today, but unless you have 
pats of money or already own an appropri- 
ate laser disc player, you'd be wise to look 
but not buy - Journey Into The Lair is tun, 
but gameplay Is still simplistic and the 
appeal is unlikely to last for the more 
matufre gamester. Microdeal has no firm 
plans to produce further games for their ST/ 
Laser Disc Interface system, so a heavy 
investment in krt isn J t really justified by the 
novely value. 

Electronic Aits, as you might expect of a 
giant American company is actively 
researching the possibilities of CDI - 






although it believes that it is the technology 
of the mid 1990s, work Is proceeding 
apace. Greg Riker Is in charge of EAs CDI 
development team which is working on a 
bespoke hardware and software system to 
explort CDI technology, Using this prototype 
system, known as the Demodulator, the EA 
research group has already put together 
an in-house demo of Hs capabilities in the 
form of an Interactive adventure' game. 
Using locations and people readily to 
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besign And Decorate: shopping the 

■DVI way will allow customers to 

view the full range of products on 

offer from a retailer - interactively. This pilot 

application lets the users to arrange furniture 

in a room and experiment with the coverings. 



Geograp by and Sesame Street, two 
interactive educational applica- 
tions for Che DVI system. 
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us, interactive entertain- 
ment that will be produced 
on GDI should make all ot 
today's bestsellers look like 
Pong 

Bob Jacob and David 
Riordan, Cinemaware 
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hand - the development group personnel 
and the off tees they inhabit- special video 
footage was shot and digitised for incofpor- 
atiori In the demo. It's a simple game, 
starring the staff, and the scenario sots the 
player the task of rescuing the kidnapped 
programmers Moving a cursor around the 
screen you click on objects in order to 
examine them further, pass through doors 
and achieve vital game objectives like 
answering the telephone. A neat 
adventure/mystery/puzzle game, that Illus- 
trates EA's perspective on CD1... 

In Issue One, Bob Jacob of Cinemaware 
expressed his reservations about GDI - his 
company has already produced an in- 
teractive videotape gam© for an American 
toy company, and keeps a close eye on 
i nter active technologies. Cinemaware has 
set up on entire department to evaluate 
and work an new media - the Interactive 
Entertainment Group, headed by David 
Riordan, who CO tie signed Ballblazer far 
Lucasfilm Games and designed Freedom 
Fighter, the coin-op laser disc game. 

Although he was Initially very enthusiastic 
about the future of GDI some of Bob 
Jacobs enthusiasm has now worn off on 
account of the limitations the medium is 
likely to impose on a games designer. DVl, 
with its ability to decompress compressed 
sound and video infoirnation in real time is 
more sophisticated, allowing over an hour 
of good-qualify, full-motion video, accom- 



panied by sound to be stored on a single 
CD. It Is currently considerably more expen- 
sive to produce a DVl player - first you have 
to buy the PC, and then the boards 
containing the DVl custom chips, the heart 
of the DVl system, add thousands to your 
bill, 

The technology behind DVl is still being 
refined, but General Electric has worked 
with leading software producers and cre- 
ated several DVl pilots that show off the 
potential of the system for a variety of 
applications Design And Decorate, a 
point of sale system aimed at the furnishings 
and fabric retailer is an interactive cata- 
logue that allows the customer to input the 
shape of a room and then play interior 
designer. 

Selecting from a catalogue of items, the 
customer can place furniture In the on- 
screen representation of the room at home r 
move objects around- and even select 
different fabrics and wallcoverings for the 
J furnished J room. Shopping for furniture the 
DVl way means that you con see how 
things are going to look before lugging 
them home and moving them into place. 
Unfortunate colour clashes become a thing 
of the past... 

Clearly, browsing through an interactive 
catalogue is an interesting way of shopping 
and the technique could be applied to the 
benefit a host of High Street shops, from 
travel agencies to department stores. Once 
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the interactive players are in a tot of homes, 

mail-order giants such as Kays and Little- 
woods will be able to dispense with their 
three-inch-thick printed catalogues and , 
send CDs through the post. 

In a flying or driving simulation, where the 
'player' needs to have unrestricted freedom 
to travel over a landscape or through an 
environment you simply can't capture real 
video for all the possible views from the 
cockpit. Some environments, such as the 
inside of the human body or fantasy sce- 
narios such as the one in Dungoon Master, 
are impossible to film. With DVl 
photographically-captured textures may 
be mapped onto computer generated 
scenery, producing a remarkably realistic 
simulated environment 

A division worked with General Electric to 
produce e flight simulation pilot for DVL 
Using a real photograph of a WWII Spitfire 
cockpit for the players view, and Incorpor- 
ating sounds recorded in a Spitfire, in 
Activiston's demo, the DVl pilot flies over a 
simulated Engiish landscape- and the level 
of realism approaches that of some of the 
megabuck, professional flight simulators. 
Using a combination of actuality and fan- 
tasy, DVl gomes could take the player into 
wholly-believable environments which 
hove the visual impact of a feature film. 

ActMslon/Mediagenic is taking a tem- 
porary back seat on the development of 
DVl product for the time being, however. 
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Bruce Dovies, President and Chief Executive 
Officer of Mediagenic is clearly proud of 
the flight simulator demo his company 
produced for DVl and sees the future 
importance of a CD-based interactive en- 
tertainment medium: "CD ROM is here 
today, while DVl is mid-1990s technology - 
when It happens, well be there" He is less 
confident about the future of GDI: "we're still 
developing product for CDL and won't 
abandon it but the odds are against GDI - 
CD-X will be important but nonone s quite 
sure what that X will be." Away from future 
technology, Activision/Mediagenlc Is about 
to release an entertainment product that 
uses the Macintosh HyperCard system. Cal- 
led Manhole, the game will be available 
on CD ROM by the end of the year, and 
could well make its way to other formats... 
CD ROM, Activision argues, presents a 
powerful enough creative challenge to be 
going on with, and the hardware and 
system software is already available and 
out there bolted on to existing computers. 



Training and education are probably the 
applications which will launch DVl and 
GDI - the capability at the system to 
combine high-definition graphics with full- 
motion video and a commentary, all in on 
interactive 'progress at your own pace' 
tutorial programme is ideally suited to 
teaching people. Companies and institu- 
tions who need to teach people, can afford 
to buy the CD equipment while it is still too 
expensive for the home user. 

In the DVl automobile repair pilot for 
Instance, the student can see and hear an 
explanation of the removal of a fuel pump 
and then examine and manipulate a mad- 
el of the fuel pump in another section of the 
screen. The student can also move to 
another part of the application to select a 
catalogue of parts or to access information 
on the models of fuel pumps available and 
their cost. 

Educational programme pilots aimed at 
school-age children have also been pro- 
duced on the DVl system. Palenque is a 
stunning exploration of an ancient Mayan 
site r and is perhaps the most impressive 
demonstration currentiy available. Using se- 
quential still photographs, the view as you 
walk through the ancient srte is presented 
on screen, wrlh a new picture appearing on 
the screen each time you take a step 
forward - the effect is just like walking 
through the jungle. The user can zoom in on 
an area of the view, taking a closer look at 
a building or artefact and then call up 
further information from the mutti -media 
database induded in the programme as a 
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museum' which can be Visited' at any time. 
A snapshot facility allows the user to fake 
photographs' during the visit, and store 
them in an album as a souvenir. 

A human guide escorts you during the 
visit, and can be called onto screen to give 
a commentary on whot you have just seen. 
To round the whole educational adventure 
off, theme is a section where, the user Is 
invited to play a few simplistic games which 
help to convey aspects of Mayan curture 
such as the workings of a heiroglyphic 
written language. 

Using Palenque is more like playing a 
game than following a course of study, and 
makes the David Attenborough style of TV 
documentary into an interactive game as 
well as an Interactive learning process. 



of boards that slot into a standard IBM AT or 
compatible, which already has a CD ROM 
drive - in a sense, the computer then 
becomes a peripheral to the DVl chipset. At 
the moment a DVl system looks likely to be 
considerably more expensive than a GDI 
system for some time. DVl will have to make 
sales in the corporate and commercial 
sector before volume production allows the 
price to toll and DVl to become an 
affordable commodity for the home user. 

The first close contact mast computer 
game players will have with ihe new 
interactive technology is likely to be in the 
arcades or the High Street - unless you are 
a high-flying corporate executive signed up 
for advanced training courses or a member 
of one of the armed forces on a program- 




Palenque. an educational explora- 
tion of an ancient Mayan site, Ttiis 
DVl pilot was produced by Bank 
Street College of Education. 

Using a parallel approach to the one taken 
in Palenque, exploring a fantasy scenario 
such ds the one in Dungeon Master would 

become a real experience and the player 
would have to suspend very little disbeliefs 

CDL in the Philips/5©ny incarnation is an 
expansion on the audio CD player, a 
superset of the technology intended as a 
stand-alone item of domestic equipment, 
like a video or Hi-Fi stack, GDI is not meant 
to be a computer peripheral, like its cousin 
CD ROM. 

Accordingly, CDI programme makers oro 
likely to be appealing to the mass market 
the people who watch TV sitcoms and 
Eastenders rather than the dedicated 
minority of computer game players. DVL on 
the other hand, Is being developed as a set 



me of simulator training, in the early days, 
both the hardware and software are going 
to be prohibitively expensive tor the indi- 
vidual user, and early applications will be 
produced for people who can use them to 
make money - to increase profitability by 
selling more goods, training staff or en- 
couraging ttie likes of you and me to put 
more coins in a slot 

ike CD ROM r interactive systems basea 
CD technology will take a while to 

make its way into the home. Ifs 1988 and 
Boeing are about to take delivery of their 
757 maintenance manuals from Pergaman 
Compact Solution - its going to be a good 
while yet before you can afford to take 
delivery of Encyclopedia Britannica on CD, 
and even longer before you J re playing CDI 
games on the telly in the front room, even 
with Atari's promised CD drive.., 
The wart is going to be worthwhile. 
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